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REALMS OF ARKANIA, 
VOL. 1 


Blade of Destiny, from the ‘Again ol 
Arkania’ world is based on Genmany's 
most successiul role-playing sernes and 
has a myriad of features that make thes 
APG one massive challenge 

Over 400 hours of gameplay. 

Siunning graphics. 

@® 2 levels of difficulty, which really do 
cater for both nowine and expert APG 
gamers alike. 

® 12 differant races, inhabiting over 50 


towns and villages. 





Available on: 

Amiga, PC & Compatibles 

(VGA - 640k min memory, Hard Drive, 
High Density. Supports AdLib™ and 


SoundBlaster}. 
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EXPERIENCE A 
MILESTONE IN ARCADE 
ADVENTURE 


Fast moving action anc? adventure feature 

in this UMIQUe ComnEenabon of graphics, 
animation and music, Produced by 

Delphine Software, one of Europe's most | 
respected development huss 

Flashback breaks new ground in computer 
Games GxcHament and imirigue. 
Astonishingly lifelike character animation 

6 achieved by the mnovatie application 

of Agioscoping:- 2 technique frst 

developed by the film industry to anamata 
canoons. Actors are filmed parhormang all 

al the mevernents to be featured in the 
game and stills from (hese Sequences are 
Used io recreabe he movements on 

Screen. 
Available on: 
Amiga and PG & Gompabbles 

IVGA- &50k min memory. Hard Dering, 
High Density. Supports AdLib™ and 
SoundBlaster, Hard Orive requires Mb of 


ree memery to install) 
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ROLE-PLAYING FANTASY 


AT ITS MOST REAL... 


Legends of Valour - The Dawning. gives 
you the freedom to make your own 
choices, move around, and create your 
owt litestyle and career path mn the rich 
and detailed town of Mitteidor!, Travel at 
will above the ground of in the miles of 
underground caves, tunnels and sewers. 
It's your life to make of it whal you willl 
@ Smooth scrolling, texture mapped 3-D 
viewer 
: @ Avulocombal [actly 
| @ Novice mode for begenners 
® From the creator of the award winning 
‘Gonporatior’ 
"Probably ane of the most talked about 


games by Magazine reviewers [his year.” 


Available on: 
Atari ST, Amiga and PC & Compatibles 
WGA MOGA, minimum memory 640k. 
High Gensity Disk Drive required. 
Suoports AdiLib™, SoundBlaster and 

| Foland Sound Cards). 
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THE WORLD'S LEADING 
WORD GAME. 






Whether youre a wizard wilh words of you 
spell Xylophone with a Z, you'll lowe this 
Matecal piece of proagrammeang roe 

US, Geld. Scrabble for your screen. 
Challenge up to 3 fends or take on the 
might of the computer 540. 

12 skill levels to best seasoned pro's of 
first timers alike. 

Contains every single page of ihe 
Charfiners Official Scrabble Dictionary - 
over 134,000 words! 

Print oud facility to retaen final board layout 
Computer Scrabble - for those who enyoy 


a maght ort the tiles 


Available on: 

Atari ST. Am ga and PC & Cognnigealityhes 
(EGA, VGA, minmum memory requaned 
6406. Supports Adie’ ano 


SoumdBlaste 
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Pick up some serious software that's solid a) 






Gold. U.S. Gold, that is. 


But be warnéd. Sparks will fly as you clash _ 


Pee ia with one of the superbly paafted games in our 





hefty range. 





NEW GENERATION ONLY ONE MAN CAN 
COMBAT SIMULATOR HANDLE THIS MUCH 
ACTION & ADVENTURE 


U.S. Gold and LucasArts Games present 






Whether its Role-Playing, Word Games, 
| (Glimb into the cockpit of an 


2 Wing Startighter and battle for needom 


Simulation, Adventure, Sports and Action you 


 hwe thrilling versions of thes lealure gare 





The galaxy is being plundered by the D bo fest your nerne and brainpower - Indy 


go for, you'll need real mental muscle to 


| Side, aid youare desperately needed by anc the Fate of Atlantis. Adventure and 
the Hebel Allianee Take the controls of Acton. The Action game dighes oul all ihe | | ; 
snatch the ultimate victory. 


the X-Wing Starfighter - now! Expenence axciamen’ vou can handle in a Greethless 


the incredible realism of polygon graphics race against evil 


So grab a piece of the thinking person's “ei 
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Star Destroyers. Be swept along by the purzhes yest 
IMerachve Musetal Score and chgitz ad cwdually, they're the hottest property ; 
And get some Heavy Metal. 


atar Wars movie sound affects. At last, a 1: ot Atlante. Together, they're thee 
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Now look, we're getting a little 
fed up with people sending in 
faulty coverdisks directly to us. 
Please, please, please send 
them to; The One Coverdisk 
Returns, PC Wise, Dowlais 
Top Business Park, Dowlais, 
Merthyr Tydfil, Mid Glamorgan 
CF46 27TY. We regret that any 
coverdisk problems sent to us 
will remain unanswered, 


Looking forward to 
Christmas... 
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§ _ had an extraordinarily good 
‘ VW month since we last spoke. 
| | First off, | got to review the 
super-smart Frontier: Elite 2 which, let me tell 
you, is every bit as good as we'd hope it'd be and 
much more besides. Then ! got to do the WIP on 
Rise Of The Robots which is shaping up brilliant- 
ly. And then Overdrive turned up, which I'd been 
looking forward to, and | got to review that as 
well! Brill, eh? And why do | get to do all the best 
stuff? Because I'm the Editor and | can do what 
| bloody well like. As Thatch once said: We are a 
grandmother. | shall go on and on and on. Look 
out for my memoirs, Upchurch: The Farringdon 
Lane Years, appearing in a bookshop near you 
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DAVID UPCHURCH, EDITOR. 


CONTENTS 
Brought to you this month by a popular double-act. 
You've seen them in the mag. Ladies and gentlemen, 
please welcome - David Dimples and Simon Sour. 


BOOT SECTOR 
Hello, I'm David Dimples and I'd just like to say what 
fantastic disks The One’s got this month! And this 
dead-handy bit o' the mag tells you all about them. 
Fab! Hey, what's that you're looking at Simes? 
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NEWS $6 ss 
This load of rubbish. | mean, hardly any of it’s inter- 
esting is it? You've probably heard it all before. I'd 
rather watch the telly... 


LETTERS 
Ooh, Mr Grumpy! Anyway, letters. | love receiving mail 
- it gives you something to look forward to when you 
wake up. And if | got letters like these ones, | don't 
think I'd ever be able to get to sleep! 


COMING SOON 
A bunch of pompous, pious programmers going on 
and on about the future of computer gaming. Like, 
wow. Who cares? 


ONE ON ONE 
Come on, Simon- cheer up! Look on the bright side - 
and they don't come much brighter than this smash- 
ing chinwag with DMA Design, who created those bril- 
liant litthe Lemmings. 


WORK IN PROGRESS 
How can! cheer up when I've been condemned to 
work with a bunch of good-for-nothing losers like 
you and Matt? Honestly, | feel the mag would bene- 
fit from a bit of stream-lining. 


REVIEWS 
Stream-lining? Are you having a pop at my weight, er, 
‘difficulties’? Oh, that’s charming. Why don't you take 
a long hard look at yourself, Four-Eyes? 


UPDATES 


You know what they say - four eyes are better than 
two. At least I'm able to see my feet. 


WIN A VIDEO! 
Yeah, but that’s only because you've got the bottoms 
of two Coke bottles wired onto your face. Take That 


and party, Goggles. 


Without doubt the most-eagerly awaited 
game of all time, Frontier is finally and 
most definitely here! Read our massive 
six-page review of this mind-blowing 3D 
epic starting on page 56. 





CO we eee 
































































x _ BENEATH A STEEL SKY REVIEW 
| 2) Re ee 32 
may ane ee |S 
BRUTAL SPORTS FOOTBALL REVIEW 72 
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Oh, er, okay. Look, let Ss all c-a-l-m d-o-w-n, shall sequel fare against the | , eg eae ee 
we? Right, now, Kill Zone. It's got lots of tips in it forthcoming Mortal | FATMAN WIP 2 
and stuff. | Kombat? Here's where | REVIEW 56 
| } you'll find out. | «a RS 
BACK ISSUES 48 
Look, Dave, | think you should do this properly or | 
not at all. If you don't give a more in-depth guide to 4 
Kill Zone then | really will spill the beans. 78 
, 52 
PD ZONE rkdade ten te 
Alright, alright. Don't hassle me. (Little git. Been here REVIEW | 8? 
five minutes and thinks he knows everything. He 
won't get the better of me...) ese eA ess 36 
DIARY OF A GAME RISEQFTHEROBOTS -WIP 39 
Right, that's it. Guess what, everybody? David said rd) oe tae called 90 
that he'd like to get Julia South Africa and Press her ~ SEVENTH SWORD 50 
Gan... Ooof! Gerrof! een = 
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A DAY IN THE LIFE OF... TURRICAN 3 REVIEW 80 
You snivelling little berk! Take that... and this... ae . rapes 9 
Mummy, I'm bleeding... el dell | yore | 68 
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RECOMMENDED 
Ha-ha. | am victorious! Simon The 
Editor - it’s got a certain ring to it, 
hasn't it? There'll be a few changes 
from now on, | can tell you. How 


about The Simon For Amiga Games? Yo-ho-ho, and a bottle of rum. Yes, me 


hearties, there be THREE disks approaching 
on the starboard bow and, by God, they look 

NEXT MONTH chipper, especially Uridium 2, Hero Quest 2 
With me! Simon The Ed. It’sthe best [i ee ie and Seek & Destroy (the first one). Just turn 
bit of the mag. — | ee the page and shiver your timbers as you find 
out how to use ‘em. Aah-haaa! 
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Oh my word! What an exclusive! 
Anyone who's been around the com- 
puter games world for a few years 
will undoubtedly remember the orig- 
inal Uridium with the sort of nostal- 
gia that makes a grown man dust off 
his CBM 64 and weep into his 
Ribena. Well, finally the sequel’s here 
- and it's a beauty! So gorgeous, in 
fact, that Dave - not a man known 
for his light marking - has given it 
91% in this very issue! Whoooo! 
We've managed to get our grub- 
by paws on a full ship from one of 
the later levels of the game, just so 
that you, the reader, can bomb 
around like a nutter having a gener- 


Bank down 


| Hold down Fire and push joystick 


up or down to ro 


| Hold down Fire to open warp gate 
| in reactor’s core. 





URIDIUM 2 


Renegade 


ally ‘fab’ time. If you're not familiar 
with the game, let me explain that 
it's your task to destroy the mighty 
dreadnought heading towards Earth 
by taking on the many attacking 
ships and ground weapons until 
you're informed that you're allowed 
to land. Then you must enter the 
dreadnought’s reactor core and 
blast it to smithereens! 

Controlling your Manta fighter is 
very easy indeed - it’s just missing 
all the obstacles that takes some 
getting used to. There are a huge 
number of ground targets to be 
destroyed but, remember, you're 
not the only one that can fire. Hom- 
ing missiles, enemy ships and unre- 
lenting laser turrets are just a few of 
the things out to destroy you as you 
zip along the ship's surtace. 

A scanner at the base of the 
screen will show you any approach- 
ing craft as well as highlighting any 
areas of the ship that must be avoid- 
ed. Walls are shown in blue, while 
enemy craft are shown as yellow 
blips. If your scanner packs up, this 
is because you're near a jamming 
device on the ship's surface - grab 
some torpedoes or bombs and get 
rid of that nasty irritation ASAP. 

Your Manta starts with just a 
standard laser for a weapon but if 
you destroy an entire attack wave or 
some of the larger single ships, 
small icons will be left behind which 
can be collected for either extra 
points or new weapons. Torpedoes, 
cyclones, homing missiles and many 
















other lovely toys can all be added in 
this way and, when you've had 
enough-of that particular weapon, 
just wiggle your joystick and it's back 
to good old lasers. 

Some destroyed craft release spe- 
cial ‘Victory Points’ which can be col- 
lected to reduce the time left before 
you can land and, if you can collect 
the Victory Points before they leave 
the screen, they'll split into three and 
you'll get there even faster! 

When you hear the message “Land 
now!” fly your Manta to the landing 
strip (indicated by two triangles at 
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the start of a runway) and fly straight 
between the two triangles. The 
Manta will land automatically and 
you'll move into the reactor core. 

This is a sub-game where you 
must blast through the core's 
defences to destroy the entire ship. 
The screen is wrap-around and you 
must use this effectively to deceive 
the core's defences by jumping 
across the screen and attacking 
before the shields can react. Your 
energy is shown in the bottom left 
of the screen and should you want 
to leave the core, hold down fire and 
jump into the warp gate that 
appears in the top-left of the screen. 

Should you manage to destroy the 
core, you can stick around and col- 
lect as many bonuses and extra 
Weapons a5 you can - of course you'll 
have to get the final game if you 
want to use them! Have fun! 
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Gremlin 


Well, it's taken a while to arrive but 
Hero Quest 2 is finally here - and 
even better, it's on our coverdisk. 
The details of this demo quest are 
given at the beginning of the game, 
but suffice to say that you'll need to 
slash, hack and magic your way 
through demons and zombies as 
you search for potions and treasure. 

In case you're not familiar with 
Hero Quest, the game is run as a 
series of turns - your characters go 
first, followed by the computer-con- 
trolled nasties. Your movements are 
governed by the amount of Action 
Points available, which are random- 
ly allocated at the beginning of each 
round, You can search for treasure, 
look for traps, wander about or 
attack nasties using magic or a large 
pointy sharp thing. (| think you'll 
find they’re called something like 
‘swords’, - Dave.) 

To move you can either click your 
cursor over the desired area or click 
over the arrows in the bottom left 
of the panel which will move you 


HERO QUEST 2: 
LEGACY OF 
SORASIL_ 


one step at a time. If you stand bya 
chest and click on the “Search For 
Treasure’ icon (see panel), you'll 
search the chest for goodies and 
anything found will be moved into 
your inventory automatically. If you 
search while not by a chest, you will 
check the immediate area around 
your character for traps and secret 
doors. 

To cast spells, enter the magic 
screen (see panel) and drag the cho- 
sen spell or potion to the main 
screen by clicking over the arrow in 
the bottom right corner. You can 


now click the magic cursor over the | 


targeted area and - flam p'targ! - 


magic happens! Your energy is | 
shown as the left bar in the top right | 


corner, while your magic energy is 


shown as the right bar in the corner. 
Go easy with the magic or you'll find | 


yourself out of juice just when you 


need it. Other than that, just get out | 


there and get hacking. 


When you've completed your | 
turn, click on the end icon (see | 


panel) and control will pass on to 


the next character or the computer | 


nasties. 








ICON SEE 
CLEARLY NOW 
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It seems like ages since we've 


brought you any of our fave PD stuff, 
so cop a load of this little love. This 
game is simplicity itself - kill anything 
that moves and then go home! Now 
as tempting as it is to move.on to the 
next game, | suppose I'd better say a 
bit more really. You need to clear 
each level of a set number of zom- 
bies that shamble and groan towards 
you, and how do you do this? With 
your big gun of course! 

Your gun's crosshairs are posi- 
tioned using the mouse in the usual 
manner. A tap on the left button will 
unleash a stream of leaden death, 
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OTHER CONTROLS: Use the Func- 
tion keys to select weapons. 
The ‘Up’ and ‘Down’ cursor 
oa make you land or take 
respectively 


while a tap on the right will lob a 


smartbomb-like grenade. It's all fair- 
ly obvious, really. 

Zombies will generally just appear 
from nowhere and aren't particular- 
ly threatening (unless you consider 
groaning to be offensive), but every 
now and then you'll get one zombie 
that will try to get you with a 
grenade. Shoot these zombies or, 
failing that, you can shoot grenades 
as they sail through the air towards 
you. 

Some of the zombies will try to 
get across the screen and must be 
stopped at all costs. If they do get 


Now, you've got a clear choice here. 
You can either turn on the news and 
get depressed at the troubles of the 
world, or you can load up this beau- 
ty and blow lots of things up. No 
contest really, is it? 

We're lucky enough to be able to 
bring you three full missions from 
this soon-to-be-released blow-'em-up 
courtesy of Vision Software. And let 
me tell you it's bloody good stuff. 
Before each mission starts you are 
given a briefing detailing the objec- 
tives for that mission. Generally each 
mission will have a number of 
ground targets to destroy, as well as 
a number of enemy choppers that 
must be avoided or destroyed along 
the way. 

You have a number of weapons at 
your disposal ranging from simple 


PRESS ‘F' TO KILL 





top-right corner of the screen. I'm 
sure | don't need to point out that 


should your energy fall to zero, the | 


game ends. . 

You have a limited amount of 
ammo and a few grenades at your 
disposal, but your stocks can be 
replenished by shooting the crates 
that will fall from the sky at random 
intervals. 

Anyone who's vaguely familiar 
with Operation Wolf shouldn't need 
any help at all, and anyone who isn't 
should be shot. 
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some of your energy - shown in the — 
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cannons to air- and ground-missiles. 
You even have some Exocets - lovely! 
Apart from the standard guns, all the 
weapons are in limited supply and 
can only be replaced by completing 
the mission or collecting weapon 
icons that sometimes float away from 
ground targets as they blow up. 
You have a limited fuel supply for 
each mission (shown at the top right 
of the screen), which can be replen- 
ish by landing of the static supplies 
sometimes found atter destroying 
ground targets. You also have a lim- 


' ited shielding that can be replaced in 





the same way. 

Below your chopper is a radar 
that shows any ground targets or 
eremy helicopters in the area as well 
as showing your home base where 
you'll need to return to and land at 
after each mission has been com- 
pleted. The inidcator at the bottom- 
left of the screen shows you your 
chopper's damage while the icon at 
bottom-right shows the currently- 
selected weapon. 

It's all lovely and instinctive, so 
load it up now and get down to 
some serious killing. 
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Complete PD Game! Id RD 
When we ies you PD, we give you r ag til - 3 COMB ee ON 


_ PD. Project Buzzbar is an overhead Ne 
blast with a sort of Asteroids-y feel. — : | THREE WORLD CLASS SIMULATION 
Your engrossing task is to rescue the — Be a | PRODUCTS NOW AVAILABLE IN ONE 


floating humanoids while avoiding | , Ae 
the eed number of aliens cca | , | SUPERB VALUE COM PILATION 
around the place. You have lasers | 3 
which can be used to dispose of the | Available from October 
aforementioned devil's dollops, as — : Amiga - £79.99 and IBM PC - £34.99 
well as having a limited shield which | 
can be raised with a tug back on the | 
old joystick when any enemy lasers or 
enemy ships look like they're about to 
spank into you. 

At the top of the screen is a scan- 
ner showing all objects currently fill- 
ing the wrap-around landscape, as 
well as a bar in the top left showing 
the amount of shield force available 
to the current life. The number or 
lives remaining is also shown at the 
top, and with every new life you will 
receive a full force top-up. 

The ship is affected by a strong 
momentum and will drift for quite a 
while after you fire your thrusters, 
but the recoil from the lasers can be 
used to slow you down. 

There's not a lot more to it really, 
just fly over the humanoids to collect 
them and avoid the nasties along the 
way. Watch out for the enemy ships 
that steal the humanoids before you 
can get to them - swines! 
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FOUC A THONAL “el we tenant ereresesces 
HOME ACOOUNTS . ee | 
HOME &OOOUNTES 2 . ror A 
KID Pit (1 MEG) . tenesreaierscs 1 
1 WEDS J WORD PROCESSOR ee oe 
MIMI OFFICE 

(WORD PROCESSOR, SPREADSHEET. 

DATABASE 40 CISK UTILITHES).......... el Ad 
PEN PAL WORD PAOCESSOR ................. 55a 


POWERWORKS 

(MASIPLAN PLUG SPREADSHEET, KIND WORDS 2 
WORD PACCESSOR INFOFILE 
DATABASE) (NOP)... en tent earre 
PUBLISHER (PAGE LAYOUT PACKAGE) 
CaN PROOCE BLACK AND WHITE 
HEWSLETTERS, FLYERS, SHALL 
REPORTS AND MAGAZMES. REQUIRES 
ONE EXTERNAL DIK OFVE OF Heap 
DAVE {1 MEG) (NOW . — 
TECH OPLLS BUSINESS PACK FOR AMIGA 
(WORDWORTH WORD PROCESSOR, K-BPABAD 7 
SPREACGHEET AND K-OATA GATABASE) ii MEG) a 
WORDWOATH V.2 WORD PROCESSOR 

(MEG, AGA COMPATIBLE) oo... a Pe 
WORDWORTH 1,16 AMIGA $00 PLUS 

WORO FROCESS OR (PECL ENHANCED 

2 MEG VERSION WITH 1 MEG UPGRADE 

FOR Aone} .. . 40.48 
WORDWORTH V1,1E AMI 400 WORD PROCESSOR 
(SPECIAL ENHANCED 2 MEO VERSION WITH 1 MEO 
WIPGRADE FOR ABOO) ooo. cee 


. ee 


| OF FICIAL UK VERSION, 
PC LEAD WITH AMIGA ADAPTOR 


COMMODORE AMIGA A600 LEMMINGS PACK 1/0 | 
WITH DELUXE PAINT 3 AND LEMMINGS GAME, BUILT-IN TV MODULATOR, MOUSE, WORKBENCH 2.0, 1 MEG RAM 


EXPANDABLE TO 10 MEG, 1 YEAR IN-HOME SERVICE WARRANTY. SAVE £50 


174,99 


BERGER RES ES 


COMMODORE AMIGA A600 LEMMINGS PACK 1/0 AS ABOVE COMPLETE WITH SONY 14° FST KVM1400 


COLOUR TV/MONITOR AND SCART LEAD. SAVE £70 ......000 


| COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 
WITH DELUXE PAINT 3 AND LEMMINGS, MOUSE, BUILT-IN TV MODULATOR, 2 MEG RAM EXPANDABLE TO 10 MEG, 32 
| BIT 68020 14 MHz PROCESSOR, AGA GRAPHICS CHIPSET, WORKBENCH 3. Bi! YEAR IN-HOME SERVICE WARRANTY. 


SAVE £60 . 


Sae REE ES BHEBEESG@B 


| COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 AS ABOVE WITH OverDrive B5MB HARD DRIVE 


OORT RHRR ESSE PEH RRM BERR HPP PLES E ESS 354.99 


— 


204.99 | 


https ht eeae fet Ge 8 


(COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 AS ABOVE 


COMPLETE WITH SONY 14° FST KVM1400 COLOUR TV/MONITOR AND SCART LEAD. SAVE E85 . 


..439.99 


COMMODORE AMIGA CD-32 CONSOLEWITTH OSCAR AND DIGGERS GAMES. CO BASED CONSOLE WITH AMIGAA1200 
POWER, 256,000 COLOURS FROM 16 MILLION, FAST 68020 PROCESSOR, 2 MEG RAM AND 11 BUTTON JOYPAD. CAN PLAY AUDIO 


LE. 
CD'S AND CO+G DISCS. elt MOTION VIDEO ADAPTOR Rh AVAILABLE 


COMMODORE FULL MOTION VID DAPTOR FOR CD- 


dz (vi DAPTOR). 
GIVES THE CD-32 THE CAPABILITY OF RUNMING VIDEO FROM cD WHEN THE SOFTWARE BECOMES AVAILABLE. .. 


a a Hiv escanfhiinsessteeneae 


SAVE £14 . 


COMMODORE AMIGA CD-32 AS ABOVE COMPLETE WITH SONY 14" FST KVM aoo COLOUR TV/MON TOR 


1 AND SCART LEAD. SAVE £43 ON RAP............ 


TELEVISION / 
MONITORS 

COMMODORE 10845 
COLOUR MONITOR 
STEREO SOUND, OFFICIAL UK 
VERSION. INCLUBES. ARPA 
MONITOR LEAD AND 1 YEAR 
WARRANTY. «sss acnscee 1 POG 


COMMODORE 1940 
MONITOR 

SUPPORTS SVGA AND ALL 
AMIGA 1200 AND 4000 GRAPHICS 
MODES. 0.39" DOT PITCH, 14” 
DISPLAY, BUILT IN STEREO 
SPEAKERS FOR QUALITY SOUND, 


COLOUR TV/MONITOR 
WITH REMOTE CONTROL. 

60 CHANNEL TUNING, REAR SCART 
INPUT, HEADPHONE SOCKET, TWO 
POSITION TILT, BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

FREE SCAAT LEAD 

(STATE AMIGA, ST, MEGADRIVE 
OF SNES). 

SONY TV (GREY) . 


INCLUDED. 264,99 


PHILIPS 15" FST 
COLOUR TV/MONITOR 
WITH TELETEXT AND REMOTE 
CONTROL, MODEL 15PTIE1A. 


AUTO PROGAAMMING, FAONT AY 
SOCKETS, REAR SCART INPUT, 2 


GOLDSTAR 14" 

TELEVISION 

WITH REMOTE CONTROL AND 

SCART INPUT, 

FREE SCART LEAD 

(STATE AMIGA, ones on 
154. 


[STATE AMIGA, ST, MEGADRIVE 
OF SMES) 

SAVE £15 basi RAP .... 
4. OG 


Tehnad s 





PRINTERS 
CANON BJ-10EX BUBBLE JET PRINTER 


64 NOZZLE, 80 COLUMN, 83.0 CPS 2L.0/1 DAAFT FONT, 1 YEAR 
WARRANTY, FREE PRINTER LEAD, A SMALL, PORTABLE PRINTER, 
VERY QUIET IM OPERATION YET GIVING OUTSTANDING PRINT 


QUALITY. .... 199.99 
CANON BJ10 5X BUBBLE JET PRINTER 


64 NOZZLE, 80 COLUMN, 110LG CPS 2LG/9 DRAFT FONT, 1 YEAR 
WARRANTY, FREE PRINTER LEAD. A SMALL, PORTABLE PRINTER, 
WERY QUIET IN OPERATION YET GIVING OUTSTANDING PRINT 


QUALITY. FASTER AND QUIETER THAT THE B.10EX...... 215.99 
CITIZEN SWIFT 90C COLOUR PRINTER 


8 PIN, 60 COLUMN, 240CPS/54NLO0, BNLO FONTS, 2 TEAR WARRANTY, 
FREE PRINTER LEAD. 49 PIN PRINTER WITH COLOUR FACILITY AND 


| FULL PAPER HANDLING FUNCTIONS. ........... .. 164.99 
CITIZEN SWIFT 200C PRINTER + COLOUR KIT 


24 PIN, 80 COLUMN, 216CPS/72L0 6 LON DRAFT FONT, AUTO SET 
FACILITY, INPUT DATA BUFFER, AUTO PAPER LOADING, ENVELOPE 


PRINTING, 2 YEAR WARRANTYFREE PRINTER LEAD. ...... 216.99 | 


CITIZEN 240C PRINTER + COLOUR KIT 


24 PIN, 80 COLUMN, 240CPS/80L0, SLOr1 DRAFT FONT, 2 YEAR 
WARRANTY, FREE PRINTER LEAD. ADVANCED VERSION OF 24E WITH © 


AUTOSET FEATURE AND LCD CONTROL PANEL... ...259.99 


|} EPSON LQ100 PRINTER 
24 PIN, 80 COLUMN, 280 CPS/72 LO. § FONTS (2 SCALEABLE), QUIET 
S008 NOISE LEVEL, EASY TO USE CONTROL PANEL, FREE PRINTER 
| LEAD. 1 YEAR WARRANTY. EXCEPTIONAL QUALITY LOW COST 2a 


| PIN PRINTER . .. 164,99 


{EPSON STYLUS 800 INKJET PRINTER. 


| 48 MOZZLE, & COLUMN, 150CPS LO, 2600F! RESOLUTION, 4 
SCALEABLE FONTS, LOW RUNNING ‘COSTS, EASY TO USE CONTROL 


PANEL. FREE PRINTER LEAD. 2 YEAR WARRANTY ...2599.99 





BLANK DISKS 
PACK OF 10 SONY HIGH DENSITY 15° O65KS « 
CASE WITH LABELS AND FREE 
PLASTIC FLIP TOP INGE BOR... 7.96 
PACK OF 50 50N7 0300 1.3" ORS 
WITH LABELS .. ai rapatet 


PACK OF §0 SON HIGH penairy. 
28° S83 WITH LABELS 


Pack OF 10 TOK MF-200 35° DISKS 


eee eee ee ss ee eee eee 


| pack oF 10 TOK MF-2HO 45° DISKS 
) (HIGH DENSITY BRANDED) . 


| PACK OF 10 VERBATIM — a: eee 
) WITH LABELS (BRANDED) ... ' 





See etter eee eee eee 12 


ae 


|) 2.4° OK HEAD CLEANER .......-..: 


BEnmeS ie eS SPST SPECT CCT TPES ES 


SONY KVM1400 14" FST 


465.99 








































SWITCHER Box FOR AMIGA, ST OR PC. 
CONNECTS TWO PRINTERS OF TWO 
PERIPHE AALS TO PARALLEL PRINTER 


JOYSTICKS 


BOLLISTICK HAND HELD JOYSTICK 


(MICROSWITCHED, AUTOFIRE) ......10.99 BOAT, MANUAL SWITCHER. neguess 
CHEETAH BLIG JOYSTICK SWITCHER LEAD .. 1 io 
(MICROSWITCHED, AUTOFIRE) 13.09 SWITCHER LEAD (STRAIGHT THROU GH 


COMPETITION PAO EXTAA JOYSTICK CAL CONNECTS ae STOR PC TO 


SWITCHER BOX, 1.8 METRE 


CLEAR BASE, MICROSWITCHED, 

SUTOFIRE) sesearin tips cgisiter aie pO a 1149 =PAR ALLEL TORS} TO MALE 25 WAY * 99 
FREEWHEEL STEERING WHEEL (DM3ITAL) CONNEC voll 
FOR AMIGA KS AS A JOYSTICK OF Ee JOYSTICK ‘ADAPT OF FOR 
WITH | “ana eam a cee AMIGA, ALLOWS ANY 15 PIN ‘ANALOGUE 
GAMES 28.66 PC JOYSTICK TO BE USED O 


AMIGAS WITH GAMES THAT FEATURE 
ANALOGUE CONTROL .. contavensel MD 


FOUR PLAYER JOYSTICK ADAPTOR 
AMIGA OA 


GAA VIS JOYSTICK WITH FOAM PADDED 
GAIP. ADJUSTABLE HANDLE TENS)ON 
AND PROGRAMMABLE FIRE BUTTONS 





27.09 FOR 7.38 
{ONIX SPEEDKING JOYSTICK (AUTOFIRE) JOYSTICK cemeallll CABLE FOR 
, re mre ; ; ’ AMIGA OF ST (3 METRES) .....-.--.--. 6.90 


LOGIC 4 DELTA RAY JOYSTICK PORT EXTENSION ADAPTOR FOR AMIGA 
IMIGROSWITCHED. AUTOFIFE) ......11.9 OF ST SE ae OF WOUSE PORT 
gecsrereumorenex 2 Rg Mun one 

|| ih . ca waiter oe NTLSURGE 4 WAY MULTIPLUG 
ee ee overex wate aroun LEAD FOR ANY ELECTRICAL 
(MiG erm TOE DEVICE (EG.COMPUTER 
LOGIC 3 SIGMA-RAY JOYSTICK CONSOLEVIDEG). PROTECTS YOUR 
(MICROSWITCHED, AUTOFIAE) ......11.49 VALUABLE EQUIPMENT AGAINST 
MIMI COMPETITION PRO 5000 JOYSTICK = OAMAGING ELECTRICAL SURGES. 23.96 
(MICROSWITCHED) ..............0:00000 12.40 = ANTFSUAGE PLUG FOR ANY ELECTRICAL 


POWER PLAY CRUISER TURBO JOYSTICK 
(MICROSWITCHED, AUTOFIRE) ......17.48 


PEDAL FOR AMIGA OF 
vs 


PROTECTS _n 
VALUABLE EQUIPMENT AGAINST 
DAMAGING ELECTRICAL SURGES. 12.99 


FUNCTIONS TO FOOT PEDALS. IDEAL FOR : vo | 

FLIGHT AND CAR SIM'S, COMPATIBLE MEMO RY UP GRADES 

| WITH MOST AMIGA AND ST GAMES AND UPGRADE WITH CLOCK.. 37.98 

| CAN WORK IN CONJUNCTION WITH ms 
JOVSTICK OF STEERING WHEEL. ...18.99 9 OTe Teas uPaAAane FOR n600 0 
GUICKJOY JET FIGHTER JOYSTICK gg «CARD SLOT. THESE ARE NOT BATTERY 

| (MICROSWITCHED, AUTOFIRE) ......11.8  packeD AND CANT BE USED AS A DISK. 
GuicK Joy Out yoann ‘al CONILY AS RAIA, ....cccccccsccscssscsenece 
(MIGROSWITCHED) ....-....--.200.-.20 
QUICKJOY TOP STAR JOYSTICK HARD DRIVES 
(Ml WITCH ae 
OWCKSHOT 128 MAVERICK 7 sovenick 4 Brena Dane 
(AUTOPIFE) .. FOR A1200, EXTERNAL 


4 DRIVE STYLED TO 
fos MATCH AMIGA. PLUGS 
INTO PCMCIA SLOT. 


~OWICK SHOT 137 PYTHON Jovstick, 
(AUTOFIRE) . 1. 





QUICKSHOT 195 AVIATOR 1 JOYSTICK 
‘(MICROSWITCHED) .. 23.98 »” |“ SEAGATE Ln a 
SAITEK MEGAGRIP 2 JOYSTICK ‘ “THE FASTEST DRIVE | 
CALITONPPRIE)  tetetceteserieseseesesscsesnrcnas 11.48 = ER REVIEWED BY 


INCLUDES CIVILISATION GAMEAND 


ANALOGUE oar FOR 
AMIGA [FOF aa FOOLS SOFTWARE. 1 


AMIGA (FOR PROPORTIONAL CONTROL 
ABLE SOFTWARE. AUTOFIFE) 


CVA WARRANTY. 

11.08 OVERDRIVE 88 MB oooc.ccccccccerr LOD 
SUPER PRO ZIP STICK JOWSTICK OVERDRIVE 170 MB. ......0.c000.0.----258.08 
(MICROGWITCHED, AUTOPIAE) ai 19 00 ey 280 MA asccscsc eee sneone ROOD 















CITIZEN PRINTER DRIVER KIT. ...... 12.99 


ALFA wecanouse 475% AMIGA OF ST, MISCELLAN te 


260 DPt, HGH QUALITY | sei fe 

A BUDGET PRICE. iiceiesees 11.88 on oe aes (ASO) 

DATALUM MOUSE FOR AMIGA, On ST : 

_peetn lone aeyes ag (POM ANUGA A500 OF As sls 42.99 
| LEGEND TRACKBALL FOR AMIGA. DELUXE WORK CENTRE (REO) 

tat eranosne MOUSE FOR ALL FOR AM 37.90 

SuIreD st MAINLY" OniGHT WANED " s, x FORMATTED CAPACITY Guay 

aH QUALITY, SLIM LINE DE 


RED TAUEMOUSE FOR AMIGA OR ST. 
200-400 DPI RESOLUTION. 
COMPORTABLE FEEL ANDLONG 


COLOUR MATCHED METAL CASE AND 
LONG REACH CONNECTION CABLE. 57.09 


SCREENBEAT STEAEO SPEAKERS FOR 
AMPGA QUIRES 444 


| OR PC. AE 
| MOUSE MAT (JUNGLE SCENE] WITH BATTERIES OR MAINS ADAPTOR. 
SPONGE BA HOM A AND COLOUR PRONT 5.28 8 ©6neciNED SPECIFICALLY FOR 


ERS, slag i 
MOUSE MAT WITH SPONGE BACKING S90 EGA ATTACHMENT TO MONITOR. ...18.00 


SCREENBEAT MAING ae a 
SCREENBEAT SPEAKE vo 


ZYDEC AMIGA POWER SUPPLY (SPECIAL 
COOL RUNNING TRANSFORMER) .. 


ZYDEC STEREO SPEAKERS FOR ea 
WITH BUILT-IN AMPLIFIER J AND VOLUME 
CONTROLS... 27.90 














HI-Fl LEAD - AMIGA ORS} (STANDARD 
PHONG INPUT). 3 METRES 


MONITOR LEAD - AMPGA on PHILIPS 
CMb6 WK? OF CBM 10845 MONITOR? 00 


MONITOR LEAD - dries ST TO PHILIPS 
CM§633 MK2 OF CBM 10848 MONITOR? 09 












SCART LEAD AMIGA TO 
GOLOSTAR TV... .sccsce ol 
| SCART LEAD - AMIGA TO PHILIPS TV 9.98 
SCART LEAD - AMIGA TO SONY TV ...9.99 


SCART LEAD - AMIGA 7 eo 
| WITH SCART INPUT . A 


NULL MODEM CABLE ............ 


ROBOSHIFT INTERFACE FOR AMIGA OF 
ST (PLUGS MOUSE A JOYSTICK INTO ONE | 
PORT)|12.991 MEGABYTE A ae oe RAM 
UPGRADE WITH CLOCK... 8 
LOTS MORE AVAILABLE 
PLEASE RING FOR A 
AT ALOONS 0279 600204 


aan ll 


permed and per 

Fg Super NE meb Amiga, A *pee con re 

vere ¢ owe wie ie aa T-shirts ard cue cuddly toys! 

Special Reserve Cub 5 Maltings ) ih, Herts. Open 
10am to ‘bom seven 


official UK products, Oficial su 
Ee Gar ail at omazing prices ee 
Ga 


is weal 


ers of all leadin a. We sail 


OVERSEAS WORLD MEMBERS 





Special Reserwe members can hawe all this.. cave YOU? 
READ 'NRG’ Regular Club Magazine 
" CHOOSE from our Huge Selection 
- BUY at Best Possible Prices 
-» SAVE with our Special Deals 
- SAVE more with our X$ Coupons 
~* WIN up to £60,000 worth of prizes 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a mamber of Special Reserve youl receive regular issues of 
NAG magazine. NAG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserva members. NAG contains: 


1, The best selection of garnes, penpherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
2 Reviews in colour and latest information on new products 
3. Charts and Release Schedule, io help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 
5. Hundreds of Special Offers. Top games at prices you wort beleve 
6 XS Super Savers. Money-off coupons worth over £160 a year 

7. FREE-te-enter BIG TARGET COMPETITIONS. With currently 
£10,000 worth in every issue of NAG, exclusive to members, 


That's why over 170,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


Sam to fom Monday io Saturday, 10am to Bpm Sunday. 
10am to Som Bank Hobdays. Ordec"Contirmation Recep sent for avery order. 


You can also Fax your order to us on: 0279 726842 


Vie pride cursetves on our aftersnoios service. (18 customer service lines! 
revitabey some games bated may nc yatbe avadable. Please phone sales or 
0279 600204 to check avadabiity before ordering, In the avert of delay we issue 
refunds on request at any time prior to despatch. Vie rseree ihe ngmt to change 
prices without poor matilication E A O.E. 


Aegisioned Otios : Inter-Mediates Lid, 2 South Block, The Maltings 
Sawbridgeworth, Hers. Ch21 §PG. 
Club Shoes at Saworidgewore (abows acdress) and af 43 Broomteid Pd, 
Chaimafard, Essex 


rt prices include VAT are cariage to WX mainiand. See fase of orger form for 
WOTSRAS Surcharges Wie Supply hercevare only to UE mainaed addresses 


MEMBERSHIP FEES #4 MONTHS = OMEYEAR TWO YEARS 
TRIAL AMMUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 
UK MEMBERS 4.00 7.00 14.00 
OVERSEAS EC MEMBERS 4.00 9.00 18.00 
7.00 1.00 11.00 


WE ONLY SUPPLY MEMBERS BUT YOU CANGADER AS YOU JOIN. 


| THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 


| PLEASE PRINT IM BLOCK CAPITALS) HOWL ; 
I | 
j Name at he anette 
I 
| Address___ / 
5 Posicode — 
Price Machine __ 





I ALL PRICES INCLUDE UK POSTAGE & VAT 


Chequa/P.0./Access Mastarcar d/Gwitch’ Vise [Switen issue No ) 








Card 
expiry date 


Signature 


“B'O. payable to: SPECIAL RESERVE 
. BOX 847, HARLOW, CM21 SPH | 
| a al eee Sottware orders 
| please add £2.00 per item. Non-sottware items please add 
25%. Hardware items supplied to UK mainiand only. 
Overseas orders must be paid by credit card. 
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hile the CD32? may have arrived in the high street with more of 
Wy a whimper than a bang, Commodore's latest attempt to crack the 

CD games market moved up a gear last month with a successful 
appearance at Live ‘93, the launch of its new TV advert and the announce- 
ment of an imminent software line-up of more than 40 titles. 

The machine's public unveiling came at last month's Live “93 exhibition 
at London's Olympia, where the 32-bit console received rave reviews, Com- 
menting on the initial public reaction, Commodore's joint UK boss Davia 
Pleasance says: “After months of behind-the-scenes work, this was our first 
chance to witness the public's reaction - and it was well worth the wait. The 
CD32 was a key attraction.” 

The show was such a success, in fact, that Commodore has already 
booked itself in for a repeat appearance at Live "94. 

With the success of Live ‘93 behind it, Commodore immediately set about 
taking its message to the rest of the country with the launch of a three- 
month TV advertising campaign devoted to the CD32. Using a similar ‘too 
tough for aliens’ theme to last year's Amiga advert, this latest effort will 
start life on the satellite channels, before switching to ITV and Channel 4 
closer to Christmas. 

On the software front, Commodore has also unveiled the full line-up of 
titles which it expects to see launched prior to Christmas. In addition to the 
15+ games already available, a further 25 titles are expected to hit the 
streets over the next couple of months (see panel). 

Although Commodore is understandably pleased with the progress made 
by its new machine over the last month, it does face considerable opposi- 
tion from other new hardware which is expected to hit the high street in 
the near future - most notably Atari's 64-bit Jaguar console, Philips new CD- 
i player (with optional digital video technology) and the eagerly awaited 
3D0 player from Panasonic which is expected early in the new year. 


CD DRIVE 


oD > 5 “aa 


NOVEMBER 
American Football 
Defender of the Crown Il 
Elite 2 

Guinness Dise of Records Il 
Gulp! 

Humans | & ill 


inferno 


»OOQUBLFE SPEED 


© STEREO %& A i 7 
eb 7 Mi 


= i 


Commodore 
Commodore 
Gametek 
Commodore 
ICE 
Gametek 
Ocean 


International Open Golf Championship Ocean 


James Pond 3 
K240 

Litthe Divil 

Lotus Turbo Trilogy 
Overkill 

Total Carnage 
Whale’s Voyage 
Zool tl 


DECEMBER 


Chaos Engine 

European Championship Football 
Exile 

Genesis 

Liberation 

Microcosm 

Morph 

TEX 


Uridium tl 


Millennium 
Gremlin 
Gremlin 
Gremlin 
Mindscape 

ICE 

Microvalue Flair 


Gremlin 


Renegade 
Ocean 
Audiogenic 
Microvalue Flair 
Mindscape 
Psyqnosis 
Millennium 
Ocean 


Renegade 









£29.99 
£29.99 

ETBC 
F79.99 
£29.99 

ETBA 
£29.99 
£279.99 
£29.99 
£25.99 
£79.99 
£34.99 
£79.99 
£29.99 
£29.99 
£279.99 


£29.99 
£29.99 
£29.99 
£29.99 
£34,99 

£TBA 
£29.99 
£279.99 
£34.99 
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Omputer and video games 
Cc took a massive step forward 

into the ‘real world’ this 
month, with the opening of what 
music and video chain HMYV 
describes as “the world’s largest 
games department” in London's 
Oxford Street, 

The new department, which was 
officially opened by Chris Evans and 
Gaby Roslin of The Big Breakfast, js 
entered via a high tech ‘light tunnel’, 
Once inside, the visitor finds himself 
in a 6,000 square foot games arena, 
featuring cinema-quality surround 
sound. 


latest character vehicle is a cut 
above the rest, Codemasters has 
enlisted the nelp of a clutch of 
celebrities to endorse its forthcom- 
ing release, Cosmic Spacehead., 
The list of stars who have declared 
their love for the interstellar tourist 
includes Joe MeGann, CNN, Andi 
Peters of Children's BBC. Top of the 
Pops present Tony Dortie and ABBA 
lookalikes Bjorn Again, who's epony- 
mous leader declares: “Cosmic 
spacehead is very colourful, just like 
us really. The colours are the same as 
Our costumes and the designs real- 
ly groovy - he's a funky little guy,” 
You'll be able to decide for your- 
selves if the stars are right (or if 
fame has simply gone to their col- 
lective heads) when Cosmic 
Spacehead hits your local shop 
next month. 


i nan effort to convince us that its 
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let to our competitors and challeng- 
ing them to provide the video games 
fan with a more exciting shopping 
environment,” says HMV's UK man- 
aging director, Brian McLoughlin. 

Fully stocked, Level One can 
accommodate more than 5,000 indi- 
vidual titles, which some Wag at 
HMV has estimated would provide 
six years of challenge to a ‘non-stop 
gamer’ (whatever that is). 

For those who would prefer a 
shorter dose of their favourite pas- 
time, the ‘games challenge’ area fea- 
tures a 25-screen video wall, which 








“We're throwing down the gaunt- 
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is capable of displaying up to six 


simultaneous images. The computer 


which controls this system can also 
Keep track of all scores recorded on 
all games, allowing HMV to keep a 
running challenge in operation. 

Although HMV is not revealing 
any plans about the possibility of 
opening similar departments outside 
of the Capital City, it does plan to 
open more modest game sections in 
almost half of its chain (that's more 
than 40 shops) before the end of the 
year. 50 soon you should have a 
HMV games shop near you some- 
where, 


BRUTAL 
BONANZA 


See) Good news for 
eek fans of kickin’, 
punchin’, goug- 
in’, slashin’, 
maimin’, oh, and 
footballin’! Millennium are holding a 
Brutal Sports Football open day at the 
newly-opened Level One games zone 
in HMV"s Oxford Street branch on 
Saturday, November 11th. 
During the day you'll be able to get 
hands-on experience of the ultra- 
violent sport game that they're 
already calling “quite good”. On 
top of that there will also be a Bru- 
tal Sports Football challenge, where 
you can pit your gaming skills 
against Steve Murphy, who (appar- 
ently) is the world champion play- 
er. Anyone who manages to beat 
the Mighty Murphy will win a fab- 
ulous prize. 

The One boys will also be there, 
so if you're really desperate to meet 
us in the flesh (which, in Dave's 
case, there's quite a lot of) then get 
on down there. It should be a laff! 















TEAM 17 SELON 








Ithough it’s been relatively quiet on the new release front of late, 
A limelight-friendly publisher Team 17 has still managed to grab a 
few headlines with an impressive chart-topping performance at 

the end of last month. 

With the release of its latest budget effort Qwak, the Team pulled off 
the remarkable feat of simultaneously occupying all four top spots in the 
Gallup Amiga budget chart. Jumping straight into the top 10 at number 
three, Quak joined its stablemates Project-X, Alien Breed Special Edition 
and F1? Challenge in the chart's upper reaches. 

Team 17 are no strangers to good chart performances, with Alien Breed 
Special Edition already becoming one of the most successful budget games 
ever, sustaining top spot in the Gallup chart for more than 30 consecutive 
weeks. 
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STRIKER 2 SET 
FOR KICK OFF! 











ith the World Cup USA ‘94 still seven long months away, the first 
wave of pre-event footy craziness is already gearing up, with a 
number of Amiga games already in the pipeline. 





VW 


The first to quality will probably be Striker 2, from scouse software supre- 
mo Rage. A long-overdue sequel to the good-looking original (which would 
probably have made a bigger impact if it had not been eclipsed soon after 
its release by the arrival of Sensible Soccer), Striker 2 should be available 
early in 1994, 

“We've learned a lot in the process of adapting Striker to Sega and Nin- 


ri 


tendo,” says Rage boss Paul Finnegan, “which will improve the sequel 
beyond recognition. We're confident that Striker 2 will be able to hold its 
own with any of the footy games released next year.” 

Striker 2, which is currently in the hands of programmer Frank Robin- 
son (whose previous credits include The Untouchables for Ocean) and two 
graphic artists, will feature larger sprites, enhanced animation and new 


gameplay elements. Exactly what those new gameplay elements are is — 


unknown as yet. 


The game will be available first in 41200 form, with a cut-down version | 
for the A500/600 standard machines to follow. A CD32 incarnation is also | 


expected to appear soon after. 

On the subject of World Cup football, no-one has picked up the official 
USA ‘94 licence as yet, but news on the grapevine is that it's likely to go to 
either Virgin or US Gold. No matter which company eventually gains the 
official endorsement, it is likely to encounter strong opposition from Sen- 
sible’s World of Soccer, which is currently on schedule for a pre-tournament 
release. 
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JOYSTICK! 


(Yawn) 









sticks shaped like Bart Simpson, joy- 
sticks shaped like steering wheels 
and joysticks shaped like indescrib- 
able ‘VR handsets’. Now, however, 


‘Stick specialist Logic 3 has come up * 


with the gimmick to end them all - 
4 joystick that's shaped like... a joy- 
stick! 

Based on the classic ‘square box 
and straight shaft’ Principle, the 


Quatro (and its near-identical little 


brother, the Pinto) is available now 
in basic and GT (autofire) versions, 
with prices starting at £12.99. 
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ot content with finding new 
vegetables to replace the 
England football team man- 
ager’s head or searching out stories 
about comedians and small furry 
rodents, those Wacky dudes at The 
sun have decided to try their hands 
at producing their very own 

Amiga game, 

Going by the Sun-believable 








ver the last few months 
we've seen the arrival of joy- : 
= sticks shaped like aliens, joy- 





name of Snapperazzi, the game, 
which received its first public show- 
ing at the recent Live ‘93 show in 
London's Olympia, features the 
exploits and adventures of an alien 
news photographer. 

The game's launch later this 
month will be greeted, unsurpris- 
ingly, by major editorial support 
within the newspaper, It's also 
believed that players will be able to 
win prizes through Snapperazzi- 
related competitions and promo- 
tions in The Sun's own MegaGuide 








computer games column, which is 
returning to the paper soon after its 
summer break. 

“We wanted to make a really 


good game,” says MegaGuide 
columnist Garth Lucas, “and Snap- 


perazzi fits the bill - it's remarkably | life, with a new rel ioe 
. = i ie 


fast and should do really well.” 

Never ones to miss a trick, the 
Sun staff have tied up in-game pro- 
motions with Domino's Pizza and 
the maker's of Fizzy Chewits, both 
of whose wares will appear within 
the game. 
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computer and video game 
stores which is rapidly 
| mation, is now claiming to 


of three new shops - in 
Edinburgh, Nottingham and 
Leicester - brings the 
chain's total to 31, that's 


| rival, Virgin Games. Fu 


than 40 shops open to the 





year... 


| ---Put away your 


blackboards education fans 
and break open your piggy 
banks, because scholastic 


| software specialist Lander 


is bringing out some of its 


_ best-known programs at a 


| new affordable price. Stun- 


ningly titled ‘Lander Budget _ 


Series’, the new range kicks 


_ off with five titles - Hooray 
for Henrietta, Henrietta’s 

| Book of Spells, Count and 

| Add, Mix and Match and | 

| Spellbound, all of which are — 

| available now, priced at 
£9.99... 


| Sierra On-Line, the PC 


| specialist which has recent- 
_ ly announced its intention 


te return to the Amiga fold, 
is so confident of its forth- 


| coming catalogue that it's 


even willing to guarantee 


_ €njoyment to its users. Run- 
_ fing until the end of the 

| year, the ‘Guaranteed 

_ Enjoyment’ promotion enti- 
_ tles anyone buying any 

| Sierra or Dynamix game to 

| exchange it for another 

| game within 21 days if they 


satisfied... 


Mike Singleton's political 


/ epic Ashes of Empire is to 
| receive a second lease of 


| the Action Sixteen label. 


The strategy game, which is 
Eastern Europe, is available 
now, priced at £16.99... 


| 
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ystem 3's loveably elastic game star Putty has 
Sc emulated the exploits of James Pond, Chuck Rock 

and Sonic the Hedgehog, by having a cartoon 
strip created to follow his further adventures. 

Conceived and drawn by Daily Mirror cartoonist 
Roger Mahoney, the comic strip is currently without a 
home, but System 3 expects to sign a deal with one 
major national publication in the very near future (The 
Face, the Sunday Telegraph and the Daily Mirror are all 
believed to be interested). 

Explaining his decision to adapt Putty from monitor 
to printed page, Mahoney says: “When | first saw Putty, 
its simplicity and humour convinced me that he would 
make an excellent cartoon character. Putty has a time- 
less quality that could go down well with cartoon lovers 
around the world. This made it easy for me to translate 
the character from a computer game into a strip cartoon 
format. I'm looking forward to its development.” 

However, despite his impending national fame, Putty 
isn’t completely deserting his computer roots. The flex- 
ible blob is due back for his second Amiga adventure 
next year, when he's scheduled to star in Putty Squad 
on all Amiga formats. 
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THE AMIGA TOP TEN CHARTS 


As supplied by the Virgin Games Centre. 
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Space Hulk 

Champ. Manager ‘93 
The Patrician 
Dogfight 

Hired Guns 
Syndicate 

Combat Air Patrol 
Dune 2 

Overdrive 

Gunship 2000 


Graham Taylor 

F17 Challenge 
Shadowlands 
Project-X 

Super Space Invaders 
Chess Champions 217 
Hook 

Alien Breed ‘92 
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i 
ZOOL. and his female companion 


2002, face a challenge which wilts 
the knees of the toughest Ninja's in 
his state of the art PLATFORM 
ARCADE ACTION sequel. AROOL and 
his accom@ote MENTAL BLOCK are 


Ose again out to wipe imagination 


from the face.of existence. Playing 


ZOOL or ZOOL fight your way through 


MINE massive levels of hugely vaned 


and enjoyame pameplay. Meet ZOOM, 
atwo headed alien dog, one head 


Supid, ihe other haghly intelligent 


Cm Ls 


Features Include 

® Play either ZOOL or the all new 
2002. each with thee own special 
Sstrengins 

@ A wide variety of highly intelligent 
Brie rtiHeS 

* Mary variéd power ups and 
oMlectinles 

® Hidden bonus rooms and secret 
levels 

® Sizing sound FX and a choice of in 
game tunes 

® Nine huge levels 

The ciassir seque! to 1992's biggest 


Sealing Amiga pane. 


GREMLIN GRAPHICS SGFTWARE LIMITED. 








Only when yOu take control of Rab in 
this superd STRATEGY game will you 
Understand what real pressure is 

The Terran Ernpire has expanded, 
Mankind ard six Alien races are 
Struggling ta maintain peace in the 
BOe Of dwindling eSources. Is 
CESITUCIHN ie Lae 

You are the Cammander of the 
mission to explore and emptoit Kad, 
DuUL Cal YOU Dw ld & SUCCESS ul and 
peacetu Colony deeo in the recesses 
OT space, oF wil Breed and Age res Senn 


ng the empire doar 
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Features Include: 

® 6 different Alven life forms 

® 4 different Types Of Spece cratis 

@ 16 different thoes of weapons and 
ghields 

® Fully designable asteroid field 
interface. 


@ Highly intelligent enemy colonies 


40 different Buibding Structures. 


@ A wast range of comples interactions 


to understand and control. 





et | LEGACY OF SORASIL 


THE LEGACY OF SORASIL i« «2 


fantastic and huge workd of 


adventure. The fabled land of Bria 


has fallen foul of a nvpsteriqus 


plagu pe. Choose a party of intrepid 


Baoventurers trom 2 would be Heroes 
and try fo return the land to it’s 


peaceful state. Batthe your way 


through 10 vast stages agaenst a 


epion of highly intelligent foes. 


a 


Pndless fours of solid and far 


aching gameplay 


Foatures Includs: 
® 10 penious guests to be conwpdete 
Stunning 3D isormetac display 


=p ig el ' 
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Simole point and click 


8 heroes, all with specialist skills 
And ebilithes.. 

@ Eerie sound Fx and tunes 

@ Full sel mapping 

“w wou want challenging ganieay avr 

a game fhat's going fo last you can't 

go far wrong with this 


CU Amiga 
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DISPOSABLE HERO ar 


Get that tigger finger ready for an 
ARCADE SHOOT ‘EM UP that takes 
up the genre where others have 
feared to tread. he Free Worlds lie 
Technologically bankrupt. Am Alien 
iranry threatens mankind. As @ 
certified DOHERG ii is your task to 
fight your wey through 6 levels of 
norstop heart purping fine 


sweating eyebtall racing (hum 


busting, marwe 


= 


s rl re action tf 


penetrate the alien strongholds 





Features Inchude: 

@ Arcade quality Eraphics, backoraps 
and animation 

@ Full ly adjustable sound FX and in 
parmie Quries 

@ Hundreds of weapon configurations 

@ Mind blowing Mecd-level and End- 
level Buardians 

®@ Choice of assault craft with Fou 
jewels of cifficuilty 

“First inoressiarrs ? whoa! bias, 

blast, boom! death, gus, more death 


action and excitament!” 
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CARVER HOUSE, 
19832 GREMLIM GRAPHICS SOFTWARE LTD. 


2-4 CARVER STREET, 
ALL RIGHTS RESERVED. 


SHEFFIELD S11 4FS. 
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PREMIER MANAGER transformed 
the face of STRATEGY football 
TArRenent Panes with it's 
aCOeSsibhe and engovable game style 
It Has neenainasd in the charts since 
t's release late in 1992. And now, 
PREMIER MANAGER 2 (5 ready with 
piwik: eel of added features 
Have you the man Age ment skills ta 
turn around and improve jwour teams 
pertormnance ? 


G1 ready to Glow the whistle on THE 


football gare for 1993 
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ire femnations wth & 
playing styles and 12 match tactics 
= Negotiate WALES. DOUSES awd 
COrthScts. 
@ Comprenensive banking system 
with Changeable interest rates 
® Upto 


mit of 4 foreign 


26 Mayers Ger team with 


@ Set ticket prices and crowd coritrol 

© IMMEDIATE sacking possible if 
yOu Nol up le the ie 

This really is the best bits of ai! the 

footy Zanes, Duncked together and laid 


out on & Bolden pate for you~ 
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iM RICH, ME 


Dear The One, 

| have just finished reading your 
September issue, and very good it 
was too, 

| was drooling over your CD32 
feature when a thought hit me - if | 
was going to buy a scrummy crisp 
new machine like the CD32, what 
would | need coverdisks for? 

After forking out £299 | don't 
want something stuck on the front 
of my mag which would only end up 
as bin food! | don't suppose you're 
going to put CDs on the front of 
your Magazine are you? 

Take the advice of a mature read- 
er- I'm 35, yes, 35 years old - and 
ditch the disks. 

Malcolm Fellows, 

Watford, Herts. 

P.S. Can you play CD-i software on 
the CD32? 


Unless you bought a bolt-on floppy 
drive for your CD32 (an unlikely 
event, seeing as there isn't one avail- 
able yet) then, yes, you're right - 
your brilliant coverdisks might as 
well be two-week-old halibut for all 
the use they'll do you. Pity, that, ‘cos 
you ll be missing out on some top 
stuff over the next few months (as 
to what they are, well, wait and see, 
wait and see, All good things to 
those who wait...). 

However, as most of our readers 
own an A500, A600 or A1200 we're 
hardly going to drop disks in favour 
of a CD just to please the elite who 
can afford a CD32. However, if the 
CD32 sells well we may consider 
some sort of CD-based ‘freebie’ in 
the future. 

And no, you can't play CD-i soft- 
ware on the CD32 - they're two 
totally incompatible machines 
although they share many similari- 
ties. However, if the CD32 starts 

shifting | wouldn't be surprised 

to see fairly close ‘conversions’ 
of major CD-/ titles. 


CALLING ALL 
GOLFERS! 


Dear The One, 

| have just started the MicroProse 
Users Golfing Society from an idea | 
had some time ago for players of 
MicroProse Golf, and wondered if 
any of your readers would be inter- 
ested in joining. | have permission 
from MicroProse to use their name 
and they have agreed to donate a 
trophy for the national winner. It is 
only open at this stage to scratch 
players so that everybody competgs 
at one level. 

Providing | get enough support, 
| promise to run a regional competi- 
tion over 36 holes and the final 
stage over 72 holes. If any of your 
readers send an SAE to me, | will 
send them details of the club and a 
registration form. 

Andy Jervis, 
9 Portland Drive, Nuneaton, 
Warks CV10 SHZ. 


Interested? Then drop Andy a line... 
Good luck! 


TAKE OUT 
THE RUBBISH! 


Dear The One, 

What a truly amazing mag you have, 
packed full of juicy tips, reviews, 
updates, progress reports - oh | 
could go on forever [please do! - 
Dave] so how could | possible be dis- 
gruntled? How dare | complain? 
Well... 

My problem is why do you devote 
so much valuable magazine space to 
games which score ridiculously low 
marks? | refer, of course, to the 
Reviews Section of your September 
issue. Here we see two pages given 
to the intelligence-insulting Super 
Sports Challenge which romped 
home with a massive 14%, along 


ots 

or 

ee 
< i 


Ge 





A quick glance at our Day In The Life Of... The One feature on page 124 should give you an idea 
of how seriously we delve into our readers’ letters, and here are just a few of the most choice 
comments of the month. If you would like to add your voice to the merry throng, write in to: 
Letters, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Alternatively, you 
can fax us your thoughts on: 071-972 6710. 


Huddle up to cuddly David Upchurch and ask him 


those questions that you've never been able to go 
to you parents with. He'll understand. 


Dear The One, 
(1) There's a rumour going round 
our school that there is going to be 
a Project-X 2. | think this is bull - am 
| right? 
(2) What do all the terms for mem- 
ory mean as my Spectrum had 48K, 
my Atari ST had 512K, my Amiga 
has 2 Megabytes and my mate's 
SNES is 16-bit. 
Andrew Salter, 
Oxon. 


(1) Andrew, these rumours are 
indeed, ahem, ‘bull’ (the words kids 
use nowadays, eh?). Apparently 
Team 1/7 thought about doing a 
sequel but couldn't really see what 
more they do to the game either 
technically or gameplay-wise, so 
they're not going to bother. Fair 
enough. s'pose 

(2) Er, right. You're getting a bit 
confused, it seems. A °K’ is a unit of 
memory measurement, and there 
are 1024 Ks in a Megabyte. In other 
words, your Amiga has four times 
the amount of stuff in memory as 
your old ST and nearly 43 times as 
much as your Speccy! Rather 
impressive, eh? 

Now, when people refer to a 
computer or console being 16-bit, 
32-bit or whatever they're NOTre- 
ferring to the machine's memory 
but to how much information the 
machine's main computing chip can 
handle in one ‘lump’. Basically the 
more ‘bits your machine has, the 
faster it can process data, making 
for better games. 


Dear The One, 

(1) Why haven't | seen any adverts 
for the spanking new CD32 and the 
A12007? | thought Commodore 
might make a bit more of an effort 
to show off these great new 
machines. 

(2) I've played Palm Springs Golf on 
the CD-i and was impressed with 
the graphics and video clips of the 
golfer. Being that the CD32 console 
can display CDXL 3/4 full-motion 
video already, will there be a spe- 
cial version of Links on the CD32? 
(3) I've heard rumours about a more 
advanced Amiga console and a new 
A1400 computer with a DSP. Is this 
true? 

(4) Is it true that Defender of The 
Crown 2 is coming out on the CD32 
and A1200? 

Robert Crampton, 

Hayes, Middlesex. 


(1) Patience, dear boy, patience! 
Commodore are planning an adver- 
tising campaign - in fact, the TV ads 
should be hitting a screen near you 
any time... NOW! 
(2) There are no plans that I've 
heard of, although | wouldn't imag- 
ine it‘d be that had to convert. Per- 
sonally, I'm not too worried if it 
does or it doesn't - it looks and 
sounds nice but the game of golf 
leaves a LOT to be desired. 
(3) No. 
(4) Yes - for the CD32, at least. 
There's no news on an A1200 ver- 
sion yet. 

(Continued overleaf) 


Getting spots was no big deal. But given 


the choice, | can live without them. 


It's been a while since I've had one. 
Nowadays | use Oxy* Clean Facial Wash. 


Always read the label. Oxy 0 contains Benzoyl Peroxide. OXY and OXVCUTE'EM are trademarks 
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FACIAL 


WASH 


Twice a day, morning and night -— no 
more soap and water for me. 


First, | wet my hands and clean them 


thoroughly with Oxy Clean Facial Wash. 


Then | lather up some more and rub it 


all over my face before rinsing it off. 


That's it. That's all you need to know 


about how to get clean, healthy skin. 


And how to keep it that way. 


Of course, even when I'm really careful 


a persistent spot can slip through the 


net. And if one does, | just use some 


Oxy 10. But | hardly ever have to. 


HARDLY 


EVER. 


UNBEATABLE 
TREATMENT 
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with a full page given to both 
Napoleonics (23%) and Fistfighter 
(36%). 

I'm sure most readers react the 
same way as myself, in so much that 
when they see your reviews giving 
scores such as those above, they 
decide to stay well clear of that par- 
ticular piece of doggy-do. 

l accept my rightful position as a 
mere game-playing peasant, your 
royal Upchurch-ness [You can keep 
grovelling all the you want, mate, 
but you're not going to win the Star 
Letter! - Dave.], but may | still make 
a suggestion? If you, or your fellow 
reviewers, award a game a score 
below a certain level (let's, for arqu- 
ments sake, say 50%) then the 
review is only deemed worthy of a 
maximum of half a page of your 








(1) | have some questions about 
hard drives for an Amiga 500... 


..Look, for the sake of my sanity, 
write to CU Amiga about al! that 
sort of techy stuff. PLEASE!!!! If J 
get one more fetter about hard 
drives, printers, scanners or any- 
thing, in fact, that isn't to do with 
games, Ill scream. 


Dear The One, 
(1) When will Second Samurai and 
Outlander come out? 
(2) Are Renegade planning any 
A1200 games? 
(3) | read an article in another mag- 
azine about a follow on to Sensible 
Soccer called Sensible World of Soc- 
cer. It said it will incorporate over 
1500 teams from around the world 
and is due for completion later this 
year. Is this true and, if so, can you 
give us a sneak preview? 
(4) When | first saw Sensisoccer it 
had a crowd and on-screen ref and 
physio, and an advert said it had 
overhead kicks, but it didn’t have 
any of those. Could you tell me if 
Renegade will release a data disk 
with these on, or will they be includ- 
ed in Sensi World? 
(5) Are EA planning to convert 
NHLPA Hockey, Jungle Strike and 
Bulls Vs Lakers? Is it true that they 
will be making some data disks for 
Desert Strike? 
(6) Is it true that there will be some 
data disks for Silly Putty? 

Karl Coverdaie. 


(7) Second Samurai should be 
appearing in mid-November while 
Outlander has been scrapped on 
Amiga (but | wouldn't worry - the 
console versions were pretty 
duff). 


@ LETTERS 
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delicious, Kim Bassinger-type maga- 
zine, 

I'm not suggesting you only 
review top quality games - we do, 
of course, need to be forewarned of 
these articles of manure, just don't 
keep flattering them by sacrificing 
50 many square inches of your 
voluptuous volume. Space which 
could be given up to even more 
reviews per issue, 

Glenn Turner, 
Derby 


We've had a load of letters asking 
for more space for more reviews 
but, honestly, we review everything 
we can get our hands on. Our aim 
(which | like to think we achieve) is 
to review EVERY Amiga game 
released. The only time a game is 





(2) They currently working on an 
A1200 version of The Chaos Engine, 
which will probably get ported 
onto CD32 as well. 

(3) Sensible World Of Soccer isn't 
due until the middle of next year, 
no doubt in attempt to catch some 
of the buzz from the 1994 World 
Cup. As soon as there's something 
to see on it you can bet we'll be 
there first, so keep reading. 

(4) Hopefully, yes. 

(5) No, no, no and... no. 

(6) Er, no. (Sorry to be so negative.) 


Dear The One, 
lam planning to buy and A1200 
but, before | do, | have a couple of 
questions: 
(1) | saw that most of the games on 
the coverdisks are ‘1Mb only’ so will 
they work on the A1200? It would 
be a shame if they didn’t work 
because they give a good idea of 
what a game is like without paying 
£25 for them. 
(2) What would be a fair price when 
selling an A600 which is 9 months 
old with 9 games and Deluxe Paint 
ln? 5 
Brian Lowe, 
Midsomer Norton, Bath. 


(1) Indeed yes! | guess that is a [it- 
tle misleading, now | come to think 
about it. Unless the demo actually 
has ‘Not compatible with the 
Ai200' or something similar print- 
ed next to it you can be sure it'll 
work fine. 

(2) It’s hard to say. Buy a copy of 
Exchange & Mart or look at your 
local paper's classified ads to gauge 
what other people are selling there 
old Amigas for. Off the top of my 
head, I'd guess something in the 
region £100-150 would be about 
right. 


missed is if we don't receive a 
review copy from the software com- 
pany for some reason (which is usu- 
ally because it's a pile of do-do, by 
and large). 

As for giving too much space to 
the bad ‘uns... Well, the minimum 
space we give any new game is one 
page, good or bad alike. The reason 
we gave Super Sports Challenge two 
pages is because it was so hysteri- 
cally bad we found one page just 
wasn't enough space to cover its 
total naffness in full. And not at all 
because we had two empty pages to 
fill. 


MACHO 
MOAN 
Dear The One, 
There are many excellent games 
around nowadays. Some have good 
original plots which make them fun 
to play, earn them high marks from 
magazines and so they sell better. 
But the plots of many game are uno- 
riginal and also sexist. 

| am fifteen years old with two 
sisters and, although they enjoy 
playing games, they seem to dislike 
the completely male-based ones. 
Maybe if the macho image of these 
games were changed, more girls 
would start to play computer games. 
Also sexist is the way the female in 
the computer world is always por- 
trayed as weak, submissive and 
always needing to be saved, which 
is in the most part untrue and 
unjust. 





Roland Pingree, 
Chichester. 


You're right, Roland - a lot of com- 
puter games ARE sexist, mainly 
because most of them are written by 
blokes for blokes, so a ‘macho’ ele- 
ment tends to creep in almost sub- 
consciously. 

Hopefully, as the computer 
games market gorws and matures 
and becomes an increasingly impor- 
tant and familiar part of people's 
lives, women will be featured more 
intelligently. For an example, look 
at the heroine in Entity by Loriciels - 
phwoar, eh lads?!?!?!?!? [Oh, very 
‘New Man‘, Dave - The One's female 
readership. | 


HELP! 


Dear The One, 

After reading the review of Syndi- 
cate in your July issue, | noticed that 
you mentioned a soon-to-be- 
released version for the A1200. | 
decided to purchase the game from 
a mail-order company and they put 
me down for a back order. After sev- 
eral weeks it failed to arrive so | rang 


them and was told it had not been 

released. | rang Bullfrog and was 

told there is no 41200 version. Can 

you please tell me what happened 
to this version? 

Darren Broughton, 

Somerset. 


According to Peter Molyneux at Bull- 
frog the A1200 version of Syndicate 
has now been scrapped - apaprent- 
ly they just couldn't get it running 
fast enough in 256 colours. Howev- 
er, they hope to do an enhanced 
version for the CD32 which, because 
of its special ‘planar’ chip, should be 
able to cope. More news soon, with 
any luck. 


LIVE IN PEACE 
WiTH YOUR 
AMIGA... 


Dear The One, 

I've read with some interest the 
comments by Amiga users who have 
gone to the trouble of writing to 
your magazine complaining about 
Commodore's policy of releasing 
new machines and thereby leaving 
them behind in the ‘gee-wiz’ stakes. 
| feel | can speak with some author- 
ity on the subject as | was one of 
those who bought an A500+ two 
Christmasses ago. 

Since then, | have seen my 
machine go out of production and 
be replaced by the A600 at about 
half the price | paid originally, the 
A1200 appear at £100 less and, just 
recently, the CD32. According to 
some people | should feel annoyed 
about all this but do |? No. 

Since | got my machine, | have 
spent a not inconsiderable amount 
of money on it (okay, a whopping 
great amount actually) upgrading it 
with a hard drive, an extra disk 
drive, extra RAM, a printer, etc. 
Despite this significant outlay, | do 
not feel cheated in any way. | enjoy 
using my Amiga and | feel that it is 
the use to which you put your com- 
puter, rather than the number of 
colours or the speed, which is the 
key factor. This is not to say that! 
would not love to have an A1200 
equipped to the same standard as 
my trusty A500+, it’s just that | 
don't especially need one. 

All I'm saying is, the Commodore 
Amiga’s still the same brilliant com- 
puter you first bought, just use a |it- 
tle imagination. 

David McGuire, 
Abronhill, Cumbernauld. 


Aaaah. How lovely... How nice to get 
a pleasant ‘I'm happy’ sort of letter 
rather than the rants and moans we 
usually receive. Makes me feel all 
warm and tingly. 
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GO)FEATUR 


A games machine ; » ‘ 
that can outperform } 
the hardware 
responsible for the 
special effects in 
Jurassic Park for 
under $250... A 
game in which the 
characters show full 
human expressions 
when they talk to 
you... CD games for 
under £5... These 
were just a few of 
the topics under dis- 
cussion at the Devel- 
op! 93 conference as 
programmers and 


7 





good thing for you, me and the 
games programmers, but in fact it’s 
causing a spot of bother. First, more 
money means that bigger companies 
are now trying to get in on the act. 
Sony's purchase of Psyqnosis is one 
obvious example, but most software 
companies wouldn't mind that sort 
of attention (because they'll get lots 
of money and almost certainly retain 
some degree of control). 

What's worrying is the list of com- 
panies going in to games that 
wouldn't know the difference 
between Chase HQ 2 and Beauty and 
the Beast. These companies include 
Time-Warner (the world's largest pub- 
lisher of printed material), 20th Cen- side this Autumn's ECTS at Isling- 


ou May not have noticed, but 
there's a bit of a crisis brew- 
ing in the games industry at 
the moment. Ten years ago, 95% of 
all games were produced by nerds in 
attics strewn with dirty ¥-fronts and 
empty Clearasil bottles. Today, a sin- 
gle game can cost more than $1 mil- 
lion dollars to develop (one game 
currently in production has a $10 
million budget). And games sell 
more too: Mortal Kombat, for exam- 
ple, is believed to be on target to sell 
more than four million cartridges 
and will be made into a film. 
You might think this is all a jolly 





game producers dis- 
cussed the future of 
gaming. Game guru 
Steve Cooke 
reports... 


tury Fox (movies and merchandise), 


ton's Business Design Centre, they 


GTE (telephones), Videotron (cable were all casting the runes to find 
TV), IBM (in collaboration with Atari) out what will happen next. We've 


and many others. 

So it's not surprising that when a 
host of games developers and pro- 
ducers from around the world got 


gathered together some different 
glimpses of the future on this 
spread, as they were outlined by 
some of the biggest brains in 





together at Develop! 93, held along- games-biz... 

























few hours. The entire production cost 
for an animated comic-CD could be 
less than £3000. | & 

In fact, Mik isn't the only person © 
interested in cheaper games. With 
Mortal Kombat on cartridge for the 
SNES selling at around $120 in many 
American shops, and CD production 
budgets for the next generation of 
games machines set to rise astro- | | 
nomically, many people are won- __& 
dering if it might not be better to m 
turn games out more cheaply, “E -{ 
thereby selling more copies. Se 

This is exactly where the big Hol- [9 
lywood studios are looking at the § 
moment. Spend millions of dollars His 
on Last Action Hero and you begin §& 
to wonder why you bothered when | 
it flops. Spend a few hundred thou- 
sand dollars and who cares? The Ale 
bug in the lettuce for Hollywood is 5 am ; 
the fee demanded by the big stars, & fy Me 
but in games, all the stars are dig- FX 
ital. Games don’t have to cost a 
fortune. 

"In Japan," says Mik, “comics —s 
cost a couple of pounds. There's 5 
no reason why in the future CD- & 
based publications, with some ani- 
mation and music, shouldn't be | 
produced to sell at the same price. 
Of course, they won't be as §@ 
sophisticated as games costing 
much more, but everyone knows 
you get what you pay for.” Maybe 
we'll be able to afford some CD32 
games after all... 


hs Oa _ 
Every year an area of forest the size of Ire- ad ' f fia ff 
land is reduced to pulp to make Japanese | 
Manga comics. The Japanese are comic- 
crazy. Everyone reads them - on the train 
going to work, in bed, during breaks at 
work, The Manga style of comic-book sto- 
rytelling is becoming popular over here as 
well - if you haven't seen the Akira videos, 
for example, then go out and rent them 
tonight. The stories are a bit disjointed, 
but the artwork is incredible. 
Satomi Mikuriya is one of the leading 
. Japanese Manga artists and is also a long- 
term multimedia developer, designing 
and programming games for CD 
machines as long ago as 1986. He's now 
causing a bit of a stir by claiming that CD 
games needn't cost a fortune - in fact, he 
thinks they could be on sale for as little as 
£5. 

“As a Japanese comic artist,” says Mik, 
“I'm not very happy about my art. I'm 
ashamed of the environmental damage 
done by the comics business, so I’m nat- 
urally interested in the possibilities of 
working with CD.” As a result, he has 
developed an authoring system for 
putting comics and related visual mate- 
rial on to CD very cheaply, together with 
soundtracks. He reckons to be able to put 
. together a complete demo disk in just a 














Across the pond in the States, 
every programmer worth his Lo- 
Cal Sodium-Reduced Salt Alterna- 
tive reads The Journal of Gomput- 
er Game Design (JCGD). It's where 
developers and producers air their 
views about everything from CD- 
ROM to interactive characters (you 
can subscribe yourself if you want 
- see the contact details at the end 
of this panel). 

The other thing programmers 
do is attend the Computer Game 
Developers Conference, which 
had nearly 1000 delegates last 
April and is by far the largest 
games get-together in the world. 
This event, and the JCGD, both 
owe their existence to one (very 
small) man: Chris Crawford. He's 
a fiery gnome who not only devel- 
ops his own games (not always 
very successfully in commercial 
terms) but also finds time to trav- 
el the world selling the games 
business to outsiders and pointing 


sygnosis' lan Hetherington 

has been a programmer, a 

producer and a publisher. He 
was the first developer to move to 
16-bit (in 1984, believe it or not) 
and he was the first UK develop- 
er to make the move to CD. What 
does he see in the future? 

Something pretty mindbog- 
gling, that’s what. Most computer chips have 
their power measured in MIPS (millions of 
instructions per second). lan thinks there's 
something awesome on the horizon. 

“| was chatting the other day,” he said, 
“to a hardware designer who was talking 
about chips with a performance measured in 
GIPS (thousands of millions of instructions 
per second). And that’s not science fiction, 
it’s science fact and you'll be able to buy 
games machines with these chips before the 
end of the decade for under $300." 

$0 what? “Well,” points out lan, “when 
you get into the realm of GIPS, you're ina 
compeltely different world. A processor that 
powerful means you can update every single 
pixel on a high-resolution screen, individual- 
ly rendered in millions of colours, sixty times 
a second... and more..." In other words, you 











could - if you had the software development 
tools - develop a truly interactive movie with 
fully-rendered environments in real-time. 

IF you had the software tools... and lan'‘s 
fear is that the industry is getting left behind 
by the hardware. Once we have consoles 
capable of delivering fully-rendered, full- 
screen, full-motion games, the traditional 
game development skills may no longer be 
appropriate. Instead, emotional realism, sto- 
rytelling and editing may become the dom- 
inant skills. And quess who has a monopoly 
of those? Hollywood, that’s who. 

Which may be tough for the softcos, but 
personally the idea of a Mortal Kombat fully- 
rendered with an image quality as good as 
Jurassic Park rather appeals to me. Imagine 
playing a game like that with the Blood-'n’- 
Guts option enabled! 


out the promises 
and pitfalls of the 
future to people like you and me. 
Chris turned up at Develop! 
with two very clear messages 
about the future of the games we 
play. First, unless we spend more 
time developing more subtle sce- 
narios than Kill, Slash and Score, 
we'll all have lost interest in 
games by the time we're 25 or 
older (except as a very occasional 
time-wasting activity). Today's 
games, argues Chris, are like 
sweets and comics - and. what we 
need are games that have a little 
move in common with a ripe 
Beaujolais and Lord of the Flies. 
50 what's the answer? Games 
have got to start showing some 
emotion, just like movies and 
books do. Unfortunately, as Chris 
pointed out, when did you last 
see a sprite express emotion? It's 
not just that the figures in our 
games are so tiny, it's also that 
the software technology for mov- 
Ing chins, lips, cheek muscles, 
eyes, forehead and ear-lobes is 
hopelessly primitive (in most 
games it's non-existent). 
Expressive faces may seem like 
a small thing, but veteran game- 
players will realise that this is not 


the case. One of the main leaps 
forward in game technology in 
the 80s was the animation of fig- 
ures, which we now take for 
granted. Take a look at Dark Seed 
from Cyberdreams, for example, 
in which the main player figure 
walks about the place with a rea- 
sonably human gait. It's hard to 
believe that only a few years ago 
most games didn't even bother to 
make figures walk properly, 
instead they sort of floated about 
the place making jerky, kicking 
movements. 

In 1984 along came Impossible 
Mission on the Commodore 64. 
This Was a rather average game, 
but it electrified everyone who 
saw it for the simple reason that 
the figure actually walked and 
ran. Proper facial expression is a 
similar advance - when we actual- 
ly get around to programming it. 
Chris is working on a game of his 
own and has spent over two years 
working on a facial animation sys- 
tem. It should be out next year. 

If you'd like to subscribe to the 
Journal of Computer Game 
Design, write for further details 
to Chris Crawford, 5251 Sierra 
Road, San Jose, CA 95132, USA. 


Or should you wait for 3DO, the 
Jaguar, the WNintendo/Silicon 
Graphics monster machine, or 
what? After tying themselves in 
knots trying to guess which 
machine is going to be the next 
world-beater, most software 
houses now believe that there 
will never be a world hardware 
standard for games, and that 
most CD games will appear in 
versions for each of the different 
CD machines. 

“Hardware manufacturers 
like Nintendo and Sega make 
their money out of software, and 
the only way to do that is to 
make their machine different 
from everyone else's and then 
control the software supply for 
it,” points out lan Hetherington, 
“so there will never be a world 
hardware standard.” 

Almost every CD developer 
at the show stressed that they 
were developing tor CD platforms 
in general, using code that could 
easily be converted for different 
machines. 50 whether you end up 
with a 3D0 machine or a CD32 
may not make much difter- 
ence after all... 
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» undee-based DMA Design Ltd 
>: been around since the 
late-80s and was founded by 
David Jones. Since the company’s 
birth in 1988 the team’s size has 
expanded beyond all recognition 
(they're currently residing in their 
third set of offices) and they now 
boast 32 full-time staff and over 
2500 square feet of property. That's 
a pretty impressive expansion rate 
given this recession hit times. 
Although the ancient shoot-'em- 
up Menace, DMA's first attempt at 
an Amiga game, was received well 
enough, it wasn't until two games 
later, when a little thing going by the 
name of ‘Lemmings’ hit the unsus- 
pecting public, that the team finally 
received the recognition they so rich- 
ly deserved. Since then almost every- 
thing they have released on Amiga 
has been greeted with a hearty 
thumbs-up from just about every- 
body with an ounce of sense. (Can 
you believe there are actually some 
people out there who don't like Lem- 
mings? No, we can't either.) 
Recently they've been thinking 
about their position in the software 
industry and whether or not they'll 
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It’s been a long time since we've spoken to 
some of the major players in the software 
business so let's rectify that immediately by 
chatting to DMA Design, coders of the most 
successful game in computer history. Simon 


are too scared 


continue to create games for the 
Amiga. A good time, we thought, to 
have a few quiet words with them 
about DMA's future plans... 

And on-hand to answer my incred- 
ibly penetrating questions are DMA's 
Scott Johnston, the man responsible 
for Hired Guns’ original concept and 
design, and Steve Hammond, who 
wrote Hired Guns’ background his- 
tory and plot-line. Your-starter for 
ten (and no conferring) is... 


An obvious one, actually. Just 
what do the intials DMA stand for 
exactly? 


Scott: Dribbling Mongoose Anony- 
mous... Dried Mauve Anchovies... 
Direct Memory Access... Dog Mauls 
Anorak... or maybe it simply Doesn't 
Mean Anything. 


Lemmings has been converted to 
virtually all known formats, but 
your other games have been 
strictly Amiga and PC. Why have 
you not published any more of 
your games on console? Do you 
feel restricted by them in any 
way? 


Byron asks the-kind of questions other mags 
- or too sensible - to. 


er oie Ge 


Scott: Well, let's take Hired Guns for 
example. Five disks means roughly 
5Mb of data, which translates to 
forty Megs (Mega-bits) in console 
speak. A cartridge large enough to 
contain all the data for Hired Guns 
would cost rather a lot! Also, the 
150K for a saved game is rather dif- 
ficult to fit into the small amounts 
of battery backed-up RAM on con- 
soles. This will also be a problem on 
the Amiga CD32, but then it's 
expandable enough to allow a flop- 
py drive to be plugged in. So for this 
sort of game, yes, we feel restricted. 
Then again, something like the SNES 
was never designed for large multi- 
player RPGs. 


Your recent games (Lemmings, 
Lemmings 2, Walker and Hired 
Guns) have all been consistently 
brilliant. Would you say that 
DMA's approach to creating 
games has changed since the early 
days? 


Scott: Hired Guns will be the last of 
our original games to be done with 
little preparation, one programmer 
and an open-ended completion date. 






With so much money involved now 
you just can’t do it like that any 
more. We have a lot of great stuff in 
development at the moment, but 
whether we can repeat our earlier 
successes | just don’t know. | would 
like to think we can do better. 


This may be old news, but how 
did you come up with the original 
(and by God it was) concept for 
Lemmings? 


Steve: That's going back a bit, but | 
think it went something like this: (1) 
Mike (teaboy/programmer) does a 
sadistic animation of little quys get- 
ting wasted; (2) Gary (Lemmings 
guru/animator) experiments with the 
animation; (3) Dave (da Boss) says 
“Hey, guys - I'm bored! Let's go 
places and develop a game from this 
idea. 


Why do you think Lemmings was 
so popular? Did you expect its 
huge level of success when you 
were working on it? 


Steve: Lemmings didn't look, 
play or feel like anything else 














on the market. At last there was 
something that couldn't be neatly 
pigeon-holed as a shoot-’em-up, an 
adventure or a platformer. Eventual- 
ly it was called a puzzle game, but in 
reality it created an entirely new cat- 
egory of game - one that still doesn't 
have a name. Believe me, this very 
question has been the subject of vast 
discussions! 


Do you feel flattered or annoyed 
by the number of ‘imitations’ 
Lemmings has spawned? 


Steve: On the plus side, whenever 
imitators appear the magazines 
invariably call them Lemmings-like or 
Lemmings-look-a-likes, which only 
heightens the awareness of Lem- 
mings itself. It can even help when 
other developers aren't too original 
- while they’re spending time cover- 
ing our old territory, we're breaking 
completely new ground. 


What about Lemmings 37? Are you 
planning a second sequel and, if 
so, what new features are you 
hoping to implement? 


Steve: The classic United States Gov- 
ernment answer to sensitive ques- 
tions is ‘If there were such a project, 
we wouldn't discuss it’ so that every- 
body is kept quessing. As far as Lem- 
mings 3 is concerned, if we were 
planning such a game, we wouldn't 
discuss it either. 


Hired Guns was one of the slick- 
est Amiga games we've seen in a 
long time in terms of presenta- 
tion. Do you feel that many devel- 
opers are guilty of neglecting 
these parts of a game? Will you be 
maintaining this level of slickness 
in the future? 


Scott: Presentation is important as 
Tar as we're concerned, even though 
it’s just icing on the cake at the end 
of the day. It's gameplay that counts 
though, that’s always been our pol- 
icy. With Hired Guns | probably spent 
far too much time fiddling around 
with the visuals and music. Having 
said that, though, the new stuff 
we're doing will be just as good! I've 
learnt a lot over the past three years 
to make the process more efficient. 
You've seen nothing yet. 


You've never produced a licensed 
game before. Is this one area 
you're deliberately steering clear 
of? If so, why? 


Scott: It's just that the right licence 
hasn't come along. A lot of licensed 
games (particularly for movies) have 
a really tight schedule because of 
the limited shelf-life. We 
wouldn't be able to spend 
enough time polishing up the 
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game. If we do end up doing a 
licensed game it will probably be 
developed from an original project 
we may already have in progress. In 
fact we might even have a product 
almost finished and then go looking 
for a suitable licence. In my opinion 
this would lead to a REAL game that 
would do proper justice to the 
licence. 


What do you think of the CD32? 
Will you be supporting it? 


Scott: Well, the case looks crap but 
the hardware is excellent and the 
price is quite good. The fact that it is 
basically a full Amiga inside means 
that it’s streets ahead of any other 
console, The FMV [full-motion video] 
stuff looks a lot better than | was 
expecting, although | think it will 
take a while to catch on. If the 
machine gets an awesome bundle, a 
killer game, a major advertising cam- 
paign and video-CD discs in the 
shops then, yes, it will certainly be 
successful. It’s easy to say this 
though. Everyone in the software 
industry seems to be saying “Let's 
wait and see if it sells." But if we're 
all waiting, who's writing the killer 
game? 


There were rumours that DMA 
was going to leave the Amiga 
scene. Was this at any point true 
and what is your position now? 


Scott: Piracy is a big problem. Good 
games today cost a hell of a lot more 
money to develop. It's getting to the 
stage where larger developers just 
can't recoup enough money from an 
Amiga game to warrant its develop- 
ment. DMA has reached this stage. 
It’s not all doom and gloom, though! 
There are a lot of smaller develop- 
ment teams out there, beavering 
away on some really neat products. 
lf the marketplace picks up then they 
could be in a very cosy position 
indeed. 


THE FUTURE 
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based evolution of Walker) and 
elem eee ee | ee 
the known universe look like a 
Ubi te Meee Om toe 
ly to head Amiga-wards, but 
there's also a game called Lem- 
mings 3, due to be released at 
Christmas 1994, which must 
surely end up on our fave com- 
puter. DMA may well say that 
they're reviewing their relation- 
a AM ale 
reckon they'll stick with us for 
the next year at least, albeit with 
Berle ames (hte tag roel | oe 





Five years, six games - not exact- 5 


ly the most impressive set of pub- 


lishing statistics you're likely to | 
hear. But instead of just pumping | 
out a high quantity of low-quali- | 
ty games, DMA have concentrat- | 
ed on a low quantity of high- | 
quality games, as outlined by | 


Scott. 


"The company's first original 


game - launched in 1988 on the | 


Amiga and the converted to the 
ST and PC.” 


“While Menace was fairly well 


received we had to wait until the | 


launch of Blood Money one year (gq 


later to gain true critical acclaim. 
Although by today’s standard its 


playability is not perfect, at the j 


time it was ground-breaking and 
is to this day regarded by many 


as a classic Amiga shoot-'em-up. = 


Three years later it was still being 


converted to new formats and §& 


enjoyed by new generations of 
games players.” 


“Needs no introductions. A truly 
revolutionary game concept 
which won over fourteen awards. 
Still a classic to this day.” 


"The long-awaited sequel to ) 


Lemmings, which received out- 
standing reviews and sold tons of 
copies.” 


“The latest DMA shoot-em-up. It | 
and | 
launched in June 1993. Well | 


was Amiga originated 


received and reviewed in a num- 


ber magazines with scores inthe | 
late 80's and even some in the | 
early 90's! We're working on a | 


Mega Drive and SNES version at 
the moment.” 


“Sets the standard for the next 
generation 


enjoyment, it features a unique 
simultaneous four-player game 


option, which enables player J 
interaction previously unseen in | 


RPGs." 
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y PU eel Th 
y window in disbelief as engine number 
, | three spluttered and stopped in a cloud of 


black smoke. “My God. We've lost another one." 
What hope was there for them now? Susie the 


¥ : Lr ree te cr mt VM me 
| ‘ _—. . passengers, trying not to let her terror show. | 


“Excuse me" she asked passenger 104, “Are you 
a mechanic?" The old woman regarded her 
blankly, “No, but I think this large man asleep 
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he boys and girls at Team 17 
T have got a bit of a problem 

at the moment. Much like a 
plastic surgeon being forced to 
enhance Yasmin Le Bon's already 
perfect facial features or the mak- 
ers of Soreen malt loaf coming up 
with a worse slogan other than the 
rather crap “Shhhh... Doreen’'s hav- 
ing her Soreen”, they've found 
themselves in an almost impossible 
position, namely having to come up 
with a sequel to what the punters 
generally regard as the best beat- 
‘em-up the Amiga has ever seen: 
Body Blows. 
Like all Team 17 games, Body Blows 
shot straight to the top of the 
charts when it was released at the 
beginning of the year and pro- 
ceeded to sit there for an overly- 
long period of time, punching any 
other software challengers in the 
face as they appeared to threaten 
its position. 

Martyn Brown, Team 17's main 
man (as if you didn't know), was 
exceptionally pleased with the 
enthusiastic tongue movements 
with which Amiga owners lapped 
up the company's first combat 
game. “The feedback has been 
excellent - most people seem to 
regard Body Blows as the Amiga’s 
current No. 1 beat-'em-up along 
with IK+, and that’s nice. We put 
an awful lot of effort into the 
playability - as we always do - and 

I think that paid off. 

“We were happy with the final 
. version, although we did 
receive some suggestions 





Those Team 17 chaps 
just can't let it lie, 
can they? After 
trashing all the other 
beat-'em-ups with 
their excellent Body 
Blows, they've 
decided to go one 
better and beat up 
their own game! 
Simon Byron is more 
than a little 
surprised... 
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greet. C'mon, Martyn, intro- 
duce the readers to a few of 
the all-singing, all-dancing, 
all-punching-each-other-in- 
the-headsing gang featured 
in Body Blows Galactic. Note: 
Te eM at ae 
working titles, okay? 
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_ which is why we released a souped- 


up edition which put a few of the 
minor criticisms to rest. It was good 
because we managed to get fast 
moving characters into a very varied, 
large, fast-moving game. | would cer- 


tainly like to think that it lived up to 


any hype that was around at the 
time. Obviously it rode on the back of 
a pretty poor Amiga version of Street 
Fighter 2, but we did a better job and 
everyone else seemed to agree.” 
Well, that's as may be, but how on 
earth do you come up with a game 
which is different to and significant- 
ly better than a game everyone 
agrees is the bee's business? “It's 
hard, bloody hard - just ask Danny!" 
confesses Martyn. “Devising new 
characters was very difficult and all 
credit to Danny for coming up with 
the goods. We've tried to make the 
new characters very different - some 
have magical powers and there are 
more spectacular moves than in the 
first game.” 
Most sequels boast bigger, better 
and faster features than their prede- 
cessors but Team 17 haven't gone all 
out to blow Body Blows out of the 
water technically. “To be honest, we 
haven't really set out to ‘beat’ Body 
Blows, it's more of an addition to the 
phenomenon. E6eat-‘em-ups are 


“Super-fast guy with the abil- 
TVR Cee mee ie 
ing laser rays in both attack 
and detence.” 





always popular and we thought that 
judging by the response we received 
it would be fun to do another one.” 

Here's good news for all you plot 
fans out there. Body Blows Galactic, 
as it’s called, has a proper story and 
everything! Martyn explains: "Dan 
and Junior from the original Body 
Blows compete in the Galactic fight- 
out as the Earth's representatives 
against an assortment of all manner 
of weird and wonderful characters. 
All of these contestants have some 
spectacular new moves, and the 
game features new things like 
revivals and so on. The game is just 
as fast as the enhanced edition of 
Body Blows and has better graphics 
throughout. 

"We've concentrated on being 
more original and improving the 
playability rather than making the 
game technically superior to the 
first one. | think Body Blows is tech- 
nically okay but excellently playable. 
| suppose it's finding that balance 
that makes our games what they are 
- Qwak is a supreme example.” 

If you look at the time gap given 
in the oh-so-informative informa- 
tion panel at the top of the page 
you'll realise that Team 17 are rac- 
ing ahead with Body Blows Galactic 
and hope to have the project 


et ees ee 
who's very fast and tremen- 


dously agile - 
keep your wits about you. 


Poets el ate) 


af 





bagged, tagged and out of the door 
within six months of starting work 
on it. You may be slightly sceptical 
as to whether the Wakefield won- 
ders can produce a decent game 
within that period of time but fret ye 
not - much of the original code has 
formed a starting block for the 
sequel, as Martyn outlines. 

“We've used a lot of the old utili- 
ties that were written during the 
development of Body Blows such as 
the animation editor which allows us 
to store lots of moves and move- 
configurations in a short amount of 
memory. We've also optimised and 
developed other routines further so 
that we can do things a lot better, 
and we've tidied up certain parts of 
the game and made the loading 
quicker." 

But Martyn assures sceptical types 
that Body Blows Galactic won't look 
like a data disk for the original 
game. "We've changed a lot of the 
presentation aspects, improved the 
disk-accessing - thereby improving 
playability, which is something we're 
always looking to do - added lots of 
new options and we've also includ- 
ed a new Revival thing whereby if 
you beat up an opponent particu- 
larly well then they'll go down and 
take time to revive which affects 


“The Elf sits on top of the 
Dino and pulls all the punch- 
ee ale ee as 
Dino doesn't like it!" 
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their morale. You can play any char- 
acter of your choice, and each has 
their own game ending.” 

That's good news because there's 
nothing worse than being conned 
into buying just more of the same. 
The team are confident that Body 
Blows Galactic will be significantly 
different from the the first game to 
ensure that expe- 
rienced Body 
Blows players will 
be satisfied by 
the sequel. “We 


i |. ...1t's finding 
that balance that 


and technically mind-boggling beat- 
‘em-up will be released around the 
same time. Are Team 17 worried by 
Terramarque? 

“| saw Elfmania at the ECTS and | 
thought it was tremendous - an 
unbelievable technical achievement - 
although a couple of our guys 
seemed a bit wary of the playability, 
as it appeared a little 
sluggish when com- 


the action in Body 
Blows. We're not real- 


wouldn't be on | ly worried about it as 
doing it other- makes our games we've got the playa- 
wise,” explains what they are - bility right and that's 
Martyn. “We've Ow. 3 preme what counts.” 

introduced eight ak ig ase —_-s- There’s no doubt that 
new characters, example. © © if Body Blows Galac- 
tweaked and & & tic and Elfmania were 
honed the game- Martyn Brown being developed by 
play somewhat, BBG's project Manager. certain other soft- 


added. new sce- 
narios, sound, music and options, all 
of which makes the game complete- 
ly different. We decided to keep two 
characters from the original so that 
it’s easy for new players to get into 
the game with no fuss." 

But wait. No-one’s mentioned the 
new kid on the block, Elfmania. If 
you were with us last morth you'll 
be aware that this stunning-looking 


DRAGON 
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erful and lunging, Dragon will 
give most a tough match." 





ware houses they cer- 
tainly wouldn't turn out as ace are 
they look set to. Now while we 
understand that there have to be 
some dodgy programmers to make 
the decent ones look good, it seems 
as if some softcos have become lazy 
and don’t even attempt to try new 
things with the Amiga. Do Team 17 
always try to push the Amiga as far 
as it will go? “We always try to do 
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the most we can technically, but 
there always comes a point where 
you start to sacrifice playability in 
one way or another. 

“A good example here was Over- 
drive where we wanted it to be 
extremely fast and silky smooth, 
which we achieved, but we couldn't 
get more than three sixteen-colour 
BOBs on-screen due to it taking up a 
lot of processor time. If we had 
wanted to we could have dropped 






PHANTOM 


“This strange character has 
many strange magical abilities 
CaM Ries ees mugs 
place as Puppette." 
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the frame rate to get more cars (i.e. | 


it’s half as smooth). dropped the 
colour/detaii on the cars (i.e. the cars 
look crap) or made the screen small- 
er (i.e. it all looks crap). In the end we 
did nothing because we wanted it as 


technically nice and fast as possible. 


People may argue that it would have 
been better with more car action on 
there, but it wouldn't have been 
Overdrive. 

“| think we're starting to mature 
somewhat as developers and we 
think of playability first and fore- 
most, whilst always being capable of 
doing technically competent games 
- | mean, if people want purely tech- 
nical and clever games or flashy 
intros then they can buy other peo- 
ple’s stuff. With us, people can 
always be assured of it playing well 
and being technically good, because 
our stuff is initially developed on the 
Amiga. 

“Pushing the machine to its lim- 
its is fine if you've got lots of devel- 
opment time. | think you'll find tech- 
nically stunning games like 
Lionheart, Uridium 2 and Elfmania 
have been in development for quite 
a while and there are reasons for it. 

"| think some software companies 
(or developers) have become lazy 
because the Amiga isn't the lead 
platform any more and it's becoming 
less important to other software 
companies - not that ourselves and 
perhaps Renegade are bothered 
about that! It just means there may 








ICE BLOKE 
“This character is able to 
freeze the others and do all 
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gagging for a punch-up. Most 
players will recognise Dan 
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be fewer quality Amiga games than 
there were before.” 

Way back in the early days when 
Team 17 were just dipping their toes 
in the full-price waters, Gary Whitta 
had a chat with Martyn about where 
he saw Team 17 heading, and if you 
don't mind I'll quote a bit from that 
interview now. Basically, when asked 
the question “Are you happy to con- 
tinue producing simple, arcade-style 
games, or are there any plans to 
diversify?", Martyn responded with 
“At the moment, | think we're look- 
ing at about another five max Amiga 


Look at this location, -igp’t it.attractive? 
I think I'll go there for my holidays 


“Devastating mech-warrior 
power and the ultimate in 
FC mat tM 
some beating, | can tell you." 


titles, because after that there's not 
going to be much left for us to do... 
I'm not talking about abandoning 
the ship on the Amiga or anything 
but, to be honest | think after five or 
six more titles we're going to be very 
limited in what more we can do." 

This prompted a storm of worries 
from concerned readers but, as you 
can see, things are escalating at 
Team 17 HQ and show now sign of 
letting up. So has Martyn’s philoso- 
phy changed? After all, Team 1? 
seem to be trying to conquering 
each genre twice, what with two 
sequels due to be released by Christ- 
mas. 

“We've never said we'd just 
appear, do each genre and then nick 
off - we thought we'd try and do as 
well as we could on each Amiga 
genre, and I'd like to think that it’s 
worked. The sequel thing has been 
down to pure demand more than 
anything else - it certainly wasn't 
planned. We've been asked stacks of 
times to do a follow up to Project-X 
but we can't get enthusiastic about 
it. | think we're a little different to 
the ‘norm’ and we feed off this with 
our down-to-earth straight talking 
and giving the punters good, value- 
for-money, playable games. | think 
we're going to be around for some 
time to come. Okay?” 

That's more than okay with us. 


el alte eel ee eee me 
characters who have survived 
the first bout, although both 
fighters look more polished.” 
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Rally's simulated weather conditions include rain (above) and snow (right). 


Blimey, what's that hurtling into the 
distance? Why, it’s none other than Simon 
Byron in Europress' startling new rally 
game. Fasten your seat belts, the race is 


. = 
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uropress Software are, 
according to their bold 
press release currently 
doing the rounds, the sev- 
enth largest software house in the 
UK. You may find this hard to 
believe, judging by the amount of 
games they don't pump out, but 
their educational Fun School series 
and AMOS programming language 
and subsequent spin-offs have 
established them as one of the 
country’s premier developers when 
it comes to things other than 
games. 
It hasn't always been. like this, 
though. They were originally known 
as Mandarin (which is a curious 
title, considering that there aren't 
any Chinese officials within the 
company) and one of their first 
releases was a driving game that 
took computer racing just that one 
step further. You see, rather than 
racing around a flat track, Lombard 
RAC Rally, as it was called, was the 
first game of its type to utilise the 
stomach-churning roller-coaster 
effect (which, in layman's terms 
means ‘it had hills in it’). 

Indeed, if it wasn't for that 
release then it's conceivable that 
we'd all still be playing games like 
the old Atari top-down coin-op 
racer, the name of which escapes 
me for the time being. Lombard 

RAC Rally went on to become one 
of the most successful driving 
games of all time, selling well 
over 100,000 copies from its 





full-price and budget releases com- 
bined. Thank goodness, then, for 
Evuropress Software. 

Still, it’s tive years since Lombard 
RAC Rally changed the face of 
motoring as we know it and things 
have been a little quiet up in the 
company's Macclestield HQ over last 
half-decade., Ever since the decided- 
ly average Dojo Dan literally flopped 
onto the scene back in 1992 there 


hasn't been a peep out of them | 


game-wise. Well, that's all set to 
change with the imminent release 
of the semi-sequel to Lombard RAC 
Rally, imaginatively entitled merely 
‘Rally’. 

Don't for one minute think that 
just because the initials RAC haven't 
been included in the game's name 
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Gorgeous, eh? God knows how it'll look on the Amiga, though... 
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that the motoring organisation 
hasn't had anything to do with the 
development of Rally. They've assist- 
ed the programmers by providing 
detailed specifications for the dif- 
ferent cars featured in the game and 
the way they handle in certain situ- 
ations. “The real reason the RAC 
aren't attached to the name is 
because the sponsors are Network 
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Q this year,” explains Richard Van- 
ner, Rally’s project manager. 

Richard has spent ages travelling 
around the country filming the var- 
ious stages of the final four-day 
stage of the World Rally Champi- 
onship, the gruelling race around 
which Rally is based. This footage 
nas enabled him to create far more 
realistic road textures such as grav- 
el, tarmac and mud, as well as pro- 
viding views of numerous roadside 
objects like trees, logs, road signs 
and marshals, all of which have 
been faithfully digitised. 

“The graphics have been sourced 
trom many locations and companies 
- it’s taken me all over the country,” 
explains Richard. “For the car graph- 
ics | visited Ford Motorsport, Pro- 
drive (a rally team from Subaru) and 
Mitsubishi Ralliart. The Toyota team, 
based in Germany, and the Lancia 
office both helped by sending pic- 
tures and specifications so the 
opponent cars you see in the game 
are actual photographs of the vari- 


ous rally cars, scanned in at high res- 
olution and cut out as sprites.” 

Rally has certainly taken a rather 
unique approach to racing, but the 
team believe they've settled upon 
the best balance between simulation 
and arcade thrills-‘n’-spills. “We 
looked at the games on the market 
and decided that there were two 
main categories, typified by Micro- 
Prose’s Grand Prix and Gremiin’s 
Lotus series. Both types of games 
were heavily played at Europress 
during dinner breaks and both had 
long interest levels. ~ 

“So it was considered very impor- 
tant to have a high level of detail as 
well as great playability. The RAC 
MSA (Motor Sports Association) also 
wanted their event to be shown in 
the most positive light and for the 
game to be as authentic as we could 
make it.” 

The screenshots give the impres- 
sion that the car is forced over a pre- 
defined route, much like the old 





(Above) More rain! Bloody weather. 


Rally is being developed initially 
on the PC (and it's these screenshots 
you see around the page) and, while 
all this graphical trickery may sound 
impressive and achievable on a high- 
spec IBM compatible, Amiga owners 
might be worried that the game will 
be sluggish to play. Not so, claims 
Richard, as there are plenty of detail 
levels to choose from. “The speed 
depends on your Amiga, but there 
are plenty of key switches which will 
speed the game up. 

“For example, you can reduce the 
number of trees and bushes being 
displayed and the road drawing dis- 
tance can be reduced. We're still in 
the process of converting the Amiga 
version, 50 it's hard to judge its 
speed and smoothness at the 
moment. Our main goal is to pro- 
duce a very fast and slick game. 

“There are two distinctive areas to 


Rally: the menus and the in-car 


game. On the A500 the menus will 
be 32-colour- screens converted 
down from the 256-colour PC origi- 
nals. This may sound as if they'll lose 
a lot of detail but amazingly they 
look great. The A1200 menus will 
also be 32 colours, apart from a few 
which will be in 256. The A500's in- 
game graphics will be further 


reduced to 16 colours, while the 
A1200 will display 32." 


laserdisc coin-op Firefox, but this | oe 
isn’t the case, according to Richard. [= 


“The car can move left to right, skid 
around corners and even roll over. A 
real 3D world is calculated in real 
time, you're just prevented from 
going back the way you came - 
which in a real rally would mean 
immediate disqualification.” 


Night-time, and it gets, er, well, it gets dark, basically. 
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In the game you'll be able to 
choose from four different cars: a 
Ford Escort Cosworth (which is a 
“well-sexy looking beast”), a Toyota 
Celica 4WD, a Subaru Imprezza 
(“semi-automatic gears and is likely 
to be this year's Rally car of the year 
- you should see it produce revs!") 
and the Lancia Delta HF Integrale. 
These vehicles will all ‘feel’ different 
as you hurtle around the tracks. 
"They have all been modelled and 
based on the specs provided by the 
Rally teams,” says Richard. “Mark 
Stamps, the main programmer of 
Rally, created a gear changing rou- 
tine which calculates revs and mph 
for the five cars. He was astonished 
by the power of the Sabaru and 
how quickly it reached maximum 
revs - he even thought he’d done it 
wrong until we looked at the in-car 
video.” 

Rally is definitely shaping up to 
be one of the more interesting rac- 
ing games of the year. “I personal- 
ly feel that it's up there with Grand 
Prix as one of the best action simu- 
lators to date,” enthuses Richard. 
“The test with such a game, howev- 
er, is how often people play it. So 
far Europress employees and exter- 
nal testers are hooked on it, which 
is a good sign. It's the closest thing 
you'll get to driving in a real rally.” 
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Does the 
world need anoth- 


er beat-’em-up? If it 
looks and plays as well as 
Mirage's forthcoming Rise 
.Of The Robots then the 
answer's most definitely 
yes, reckons David Upchurch. 


eat-'em-ups, beat-'em-ups, 
beat-’em-ups. It's like you 
can't move for the damn 
things these days. Until just over a 
year ago the only fighting game of 
any worth on Amiga was Archer 
Maclean's terrific International 
Karate +. Then along comes Street 
Fighter 2 and - bang! - all the soft- 
cos go into a fumpin’ frenzy. Take 
this winter, for example, when 
three beat-‘em-ups will be compet- 
ing for the Christmas Number One 
belt, namely Mortal Kombat (a lit- 
tle game which you may have 
heard of), the much-awaited Body 
Blows Galactic and that impressive 
young contender Elfmania. 

However, the wise amongst you 
may want to save your granny’s 
gift money for just after the festiv- 
ities, as that's when yet another 
beat-’em-up enters the fray. It's 
called Rise Of The Robots and it's 
shaping up nicely to be the King Of 
The Ring. Now | know we say some- 
thing like this about every game we 
WIP but this time it really is the 
truth. Honest. 

The game's set in the not-too- 
distant future, at a time when Elec- 
trocorp, the world’s biggest manu- 
facturer of industrial and military 
robots, has a big problem. It 
appears that an ‘ego virus’ has 
infected the droids in the compa- 
ny's HQ, causing them to over- 
throw their human masters and 
take control of the building. 

Assuming the role of a cyborg 
sent in to deal with the rogue 
robots, the player must fight his 
way through six increasingly-tough 
opponents and eventually restore 
normality. All the usual beat-"em- 





WORK 


up features are present - including 
the now obligatory special moves - 
and it's possible for two players to 
select any of the robots and clank 
them together in a one-off duel. 

Okay, 50 on paper Rise Of The 
Robots (or Rise, as it'll be referred to 
from now on) doesn't sound much 
different to any of the other beat- 
‘em-ups currently in development. 
But you really have to see the game 
moving to appreciate the leap for- 
ward in beat-'em-up technology it 
represents. 

For a start the graphics are stun- 
ning. Everything in the game, from 
the stunning intro and between-fight 
animations to the-in-qgame sprites 
and backdrops, has been rendered, 
giving a remarkable ‘solidity’ and 
realism to the game's scenes and 
characters. More impressive still, 
however, are the ‘artificial intelli- 
gence’ routines that have been 
implemented for each robot, so that 
their reactions actually change dur- 
ing a fight depending on how well 
(or how badly) they're doing. 

But I'm getting a bit ahead of 
myself here. We'll get onto all that in 
a moment. First, let's see who's 
behind all this. Rise is being devel- 
oped in-house at Mirage's Congleton 
HQ by Instinct Design, a new devel- 
opment team set up by Sean Grif- 
fiths, the former Bitmap Brother who 
wrote Magic Pockets. Rise is a far cry 
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Instinct Design: Sean Griffiths (game design); Andy 
Clark, Gary Leach (programming); Sean Nadin (3D modelling); Kwan Lee 
(interior design) 
Mid 1992 
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The Instinct Design boys lookin’ good outside Jodrell Bank radio tele- 
scope. From the left you can see Andy Clark, Gary Leach, Sean 
Griffiths, Sean Nadin and Kwan Lee. 
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During a fight there are visible 
indicators to tell you when you've 
done a hit, such as chunks of metal 
flying off your rival's armour. The 
more chunks of metal that come 
off, the more effective your punch. 


from the cuddly, cutesy excesses of 
that game. How did the idea come 
about? 

"| did this design for a robot 
beat-"em-up ages ago, around the 
time Street Fighter 2 was big in the 
arcades,” explains Sean. “| thought 
‘Yeah, this'd be good with big 
robots..." And then | sort of forgot 
about the idea for a while. And 
then when rendering technology 
became more available | sort of put 
the two together. There are two 
concepts behind the game, really. 
One is to do a decent beat-'em-up 
and the second one is to use ren- 
dering technology to do lovely ‘cin- 
ematics’.” 

The obvious question is what's 
wrong with good old-fashioned 
hand-drawn graphics? Why render 
them? “Because rendered graphics 
looks s000 good," is Sean's simple 
reply. “A pixel artist just can't draw 
to this standard, particularly ani- 
mations. The sort of stuff we're 
doing would take a pixel artist for- 
ever. It's the way the industry's 
moving. As we get higher resolu- 
tion screens drawing pixel by pixel 
becomes very labour intensive." 

Every object and background in 
Rise is constructed in three dimen- 
sions using 3D Studio on the PC. 
First a ‘mesh’, a sort of rough line- 
drawn template, is built out of 
basic shapes like spheres and 
cubes, all of which can be distort- 
ed. Then viewing angles and light 
sources can be defined and tex- 
tures and patterns overlaid on the 
Various surfaces. Finally the com- 
puter renders the object, produc- 
ing the images you can see on 
these pages. 

“It's taken Sean [Nadin, the 3D 
modeller) about two weeks to get 

the look and the animation of 
each robot right," says Sean. 
“Each robot's movement 
works on a hierarchy system - 
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graphics are rendered rather than 
drawn they‘re not final by any means 
and it's possible to tinker with them 
until the cows come home, fiddling 
with the lighting and the textures. So 
chances are the graphics in the game 
will be very different to what you see 
here. 

“We're pretty pleased with the 
way it’s turning out, even in 32 
colours,” adds Sean. “The light-shad- 
ing is the secret of it - that’s why it 
looks so good. You can strip out 
colours and it still leaves the basic 
ones you need and the objects still 
look solid.” (And you can see proof 
of that elsewhere in this feature.) 





Like Street Fighter 2, each robot 
has its own unique set of moves and 
attack patterns. “All the robots are 
designed to have a different feel,” 
says Sean. “The idea is that as you 
play the game you move through 
increasing levels of technology. The 
first droid you meet is a loader droid 
- he’s like a fork-lift truck, very ola- 
fashioned - and you move on until 
ultimately you meet the most 
advanced droid, the Supervisor, 
who's built from liquid metal. The 
moves are specific to each robot. The 
Builder droid, for example, who's 
quite ape-like, has few kicking 


moves; they're more punch-related - 




























This is the Supervisor, the final robot 
you'll have to face before being able 
to restore Electrocorps HO back to 
normality. He's the hardest of the lot 
due to his ability to 'morph’' into vari- ° 
ous shapes and weapons, much like - 
the T1000 in Terminator 2. This evil-looking sod is the 
Military Droid, built by 
Electrocorp as a robotic 
~ replacement for the human 
infantryman. As you can 
imagine, then, he's a vicious 
devil, with a devastating 
array of combat moves up 
his sleeves. 


you build a hand and an arm, say, as 
two separate objects, then you link ° 
them together with a pivot point, | 
then when you move the arm the 
hand moves with it. 

"It's very much like the stop 
motion effects that they use in the 
movies. You move a robot's leg, ren- 
der a frame, then move its leg a lit- 
tle more and render it again. You can 
set ‘key’ animation frames and get 
the computer to interpolate the 
frames between them, which cuts 
down on the work a bit.” 

Sean is keen to point out that all 
the stuff you see here is very defi- 
nitely Work In Progress. Because the 






So what happens when you go from 
256 colours to 327 Not as much as 
you might imagine, to be honest, as 
you can see from these two images 
here. Obviously the shading on the 
32-colour image (above) isn't quite as 
subtle as that of the 256-colour one 
(left), but the sense of ‘solidity’ is still 
very much there. By the way, if you 
think these stills look good, you 
should see them moving. 





All the between-level animations have been fully storyboarded and broken 
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down into five or so ‘flicks’ or brief animated scenes. These ‘flicks’ are then 
pleced together to make a movie-like sequence. “It's just like making a 


movie, really, but with computer-generated sets and ‘synthetic actors’, 


laughs Sean. 


swipes and things like that.” 

Animating these metallic mon- 
sters has been tricky. “We tried film- 
ing ourselves moving around and 
stuff but it’s difficult, especially with 
something like this," says Sean, 
pointing to the monitor screen which 
is now showing the insect-like Crush- 
er droid, “because it's not a 
humanoid shape.” 

As is always the way with Amiga 
beat-"em-ups, one of the main prob- 
lems is getting a wide range of 
moves on a single-button joystick. 
“In Street Fighter 2 you had six but- 
tons which let you select your hit 
power,” says Sean. “Of course, on 
the Amiga you've only got one, but 
our system still allows you to have a 
range of different strength blows.” 

Rise uses a ‘power bar’ system to 
incorporate all the moves. Hold 
down fire and the bar rises and you 
then perform the move when you've 
reached the power setting you want 
to attack at. Thus you can do short, 
sharp jabs which are relatively weak, 
or hefty, slow punches that send 
your opponent reeling. The risk with 
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these more-powerful blows, howev- 
er, is that your rival will get a hit in 
before your perform it, which imme- 
diately knocks your power bar back 
down to zero. 

In addition to the basic moves 
each robot has a couple of ‘special 
attacks’ they can perform, and these 
are called up via moving the joystick 
in a special combination. “Street 
Fighter 2's were a little fiddly so we 
want to make ours a bit easier to pull 
off,” says Sean. “It's annoying when 
you're playing Street Fighter and you 
think ‘Right, now I'll do a special 
move’ and you can't do it. I've been 
playing Street Fighter 2 on SNES for 
six months and there are some 
moves | still can't get right.” 

“Each fight takes place over five 
bouts as opposed to Street Fighter's 
three,” points out Sean. “I didn't like 
the way in Street Fighter that when 
you met a new fighter it'd all be over 
in a couple of bouts without you 
having an opportunity to learn how 
they moved. At least with five bouts 
you get the chance to find your feet 
a little.” 
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Instinct Design are especially 
proud of the artificial intelligence 
routines they've created for the 
computer-controlled robots. Each 
robot's behaviour is governed by a 
whole slew of statistics, such as 
speed, intelligence, aggression, moti- 
vation and so on, all of which vary 
during a fight depending on their 
performance. 

Every time the camputer-con- 
trolled robot is called upon to make 
a move, all these statistics are taken 
into account along with other con- 
ditions such as what the player is 
doing via some complex mathemat- 
ical formulae and the results are used 
to cross-reference with tables listing 
each robot's possible attacks and 
defences. 

“The intelligence affects the 
responsiveness of the robot to your 
moves,” says Andy Clark, Rise’s 
Amiga programmer. “If the robot's 
intelligence is low he might just 
stand there and look at you or even 
walk towards you, while if the intel- 
ligence is high he might block or try 
to counter your attack with an attack 
of his own.” 

“Motivation, on the other hand, 
affects whether a robot will attack 
or defend. If the robot's winning his 
motivation may increase and so he'll 





draw and reducing the space-they 
take up in memory. 

"We've managed to get 4Mb of 
storage on a disk, which we're pret- 
ty pleased about,” says Sean. “On 
the CD32 we're going for five ‘flicks’ 
[instinct’s name for a short animat- 
ed sequence, such as a robot walk- 
ing towards the camera] between 
each level and on the floppy versions 
we're probably going to have to cut 
that down to two.” 

Talking of disks, Instinct predict 
that the game will come on eight 
disks, one for the intro of the cyborg 
approaching Electrocorps' HQ and 
one each for the seven robots, each 





(Left) Kwan Lee is the man responsi- 
ble for the backgrounds and, in 
effect, his role is much like that of a 
set designer's on a film. He's an inte- 
rior designer by trade, and his expe- 
rience designing ‘real’ buildings 
shows in the game. For each 
backdrop he first draughts a 
blueprint (an example of which is 
shown here). This is then converted 
into 3D form on 3D Studio. Kwan 
then adds textures to the surfaces 
and sets lightsources. 


perform more attacking moves. ! 


However, if he's getting beaten his 
motivation may decrease and he'll 
perform more defensive moves.” oe Lae oS kg 
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starts off very aggressive, so he'll 
throw lots of quick jabs and punch- 
es,” adds Sean. “But as you take 
points off him his aggression 
changes and he'll start to slow down 
and think a bit more about his 
moves. It's all very well doing all this 
‘artificial intelligence’ stuff but if you 
can't see it working it's pointless. It's 
great when you're fighting a robot 
and you can actually see he’s getting 
excited and aggressive.” 

Andy's developed an amazing rou- 
tine for compacting the data for the 
inter-level animations. “Basically it 
divides a screen into 8x8 pixel 
squares, compares each square with 
the previous screen's squares, and 
only stores any that are different” he 
says. “So if you've got a screen 
where all the movement occurs in 
the middle of the screen it'll only 
store and update the squares in the 
middle of the screen.” 

What happens if the whole screen 
contains movement? Doesn't that 
slow it down? “Well, it seems to 
cope. | must admit that | was a bit 
worried about that but it seems to 
work fine.” Andy uses a similar sys- 
tem to store and plot the animation 
frames for the sprites, so that any 

‘dead space’ around a figure is 
ignored, drastically cutting 
down the time they take to 








(Above and below) Some of Sean Nadin’s brilliant rendered graphics. These 
are mainly tests, and may not feature as shown here in the final game. 








(Above) Instinct's artists drew many 
rough sketches to help settle on a 
look for each of the robots, calling 
on a variety of inspirations in the 
process. This one of the Builder 
droid, for example, is based loosely 
on Mongrel from the 2000A.D. comic 
strip 4.B.C. Warriors. 


with their own animated sequence. 
This way the disk swapping is kept to 
a minimum as the only time you have 
to change disks is after each level. 

And the good news for those 
that've upgraded is that there will be 
special versions of Rise for both the 
A1200 and the CD32. “On the A1200 
we're just doubling the number of 
colours to 64," says Andy. “With 256 
colours the game would slow down 
way too much, but even 64 colours 
make a hell of a lot of difference to 
the way the game looks. You get 
much subtler shading. There'll also be 
a lot more sound, because there's 
more chip RAM to play with.” 

“The CD32 version will be the like 
the director's cut,” adds Sean. “It'll 
have all the little bits between levels 
that we couldn't fit on the floppy ver- 
sion. It won't be in widescreen | 
though! 






This rally sim's so lifelike you can almost smell the high-ociane fumes. 
“We have lift off!" Just what you don’t want to hear from your computer 
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You're strapped into one of the five rally-bred supercars, speeding in the exact 
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driving skills flat out 

You're picking up vital seconds when you hang a bend late, clip a bank and 
flip into a roll — damage your car and you dent your chances. 

TMU OM eee ntl re OM all eet: lee se ele 
deafening, the digitised video graphics even more in your face for an 
atmosphere that's totally turbo-charged. 

Flying around the world's toughest rally course is one thing. Staying on earth 
is another. 
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Having lived through three Shadow Of The 
Beast games, development team 
Reflections have decided to turn their 


collective backs on swords-'n 


"-sorcery and 


get down to some good old-fashioned plat- 
form fun. Matt ‘The Gnat’ Broughton inves- 
tigates. 
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he first paragraph of each 
Work In Progress is gener- 
ally the area where we do 
our best to be amusing and break 
the ice for the following feature. 
You'll often find us working late 
into the night, bashing our heads 
on our desks and waiting for some 
game-related gag to spring from 
nowhere so that it can be used to 
draw you into a false sense of ease 
before we smack you in the face 
with all the technical guff. I'm lucky 
though - someone's already done it 
for me. Yes, I'd like to bring you an 
excerpt from ‘Brian the Lion: The 
Story’, so sit back and enjoy as | 
read to you in my best Bernard 
Cribbins voice. 

“Geeza scratched his chin and 
looked in the mirror. "You beautiful 
boy you’, he growled in a voice so 
appealing it could curdle tarmac at 


400 yards. He ran his claws through 
a small tuft of hair that sprang from 
a wart on his otherwise bald head 
and smiled at himself. The mirror 
exploded into a shower of glistening 
fragments. ‘Worm,’ he shouted down 
the corridor, ‘Another mirror.’ A little 
while later, a small weasley creature 
shuffled through the door clutching 
a circular mirror, desperately trying 
to scrub a sticker that read ‘Inde- 
structible’ from the back.” 

Good stuff, eh? The story contin- 
wes in much the same vein and basi- 
cally tells the tale of an ugly devil 
looking for instant beauty. Geeza’s 
faithful servant, Worm, has one last 
idea: “| have heard tell that a certain 
magical crystal called Chris is in pos- 
session of the most amazing, restora- 
tive, regenerative and rejuvenating 
powers ever seen in this land. He 
could make you beautiful -.grab him 
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were possible on the Amiga." 

What specific effects did you hope 
to copy? “We wanted to work on 
some incidental effects, particularly 
with things like zooming - where you 
might pick an area on the map and 
the screen zooms in. This is very ‘con- 
soley’ and looks great if you can cre- 
ate it on a standard Amiga.” 

Brian the Lion mimics quite a few 
of the Super Nintendo's famous 
Mode 7 effects, like zooming, de-res, 
curved perspectives and even rota- 
tion. “I don’t know if you've seen this 
effect,” enthuses Martin, “but we've 
got a section working where you can 
take a 16-colour, full-size screen and 


These kind 
of platform 
games are ten-a- 
penny and 
there's nothing 
to really seperate 
them. But what 
(Brian the Lion) 
has which the 
others don't Is 
that it genuinely 
does look, play 
and feel like an 
arcade or console 


same. ie 7 
Narti 
Brian the Lion's  scamnes 


rotate it around very smoothly in one 
frame. It's all very SNES-ish and looks 
great. Also one level has you, if you 
can imagine yourself, inside a toilet 
tube with the background rotating 
around you in perspective.” Hmmm, 
sounds good. 

Martin is especially pleased with 
their ‘cloud shop’ effect. “As you run 





through the game, you can collect 
crystals which can be used to buy 
extra abilities in the cloud shop 
(speed, more powerful roar, higher 
jump, etc),” he says. “The shop itself 
is weird - you're inside a cloud and it 
has a kind of gentle curve scroll that 
bounces up and down. If you look at 
it it makes you feel like you're drunk 
or something.” 

So what does the team feel Brian 
has to offer the platform genre? 
“These kind of platform games are 
ten-a-penny and there's nothing to 
really separate them. But what this 
one has which the others don’t is 
that it genuinely does look, play and 
Teel like an arcade or console game. 
It has all the effects that you'd 
expect to see in a Nintendo game 
and all the colours that you'd expect 
to see on a Nintendo or a Mega 
Drive. 

“| don't want to pick out individ- 
ual games and slag them off, but 
you know there have been ones 
where you've looked at them and 
said ‘Well, okay, that’s fine, it's an 
Amiga game’ but you know it's 
nothing like as good as a SNES game 
or a Mega Drive game in terms of 
smoothness and playability.” 

Brian himself has 216 frames of 
animation (108 in each direction) 
and over 80 adversaries, each of 
which have loads of frames of ani- 
mation themselves. “We've focused 
on Brian himself, giving him bags of 
character with little animations. For 
example, looking upwards at high 
cliffs, laoking shocked at the feroci- 
ty of his own roar, peering over high 
cliffs, yawning if he stands around 
for too long, etc.” 

Reflections are hoping to make 
quite an impact with this little char- 
acter, and from what we've seen so 
far it looks more than likely that they 
will. Check out the screenshots for 
now and, with good weather and 
the wind behind us, we should have 
a full review for you next month, so 
tune in again then. 


Brian's enemies are pretty varied in both character and size. I'm sure | ran 
into Monty Mole somewhere earlier and now Barney Bear is about to eat me 
from the look of things - never mind I'll give him the roar. RROOAARR!!! This 
would normally work wonders, but unfortunately Barney has a much more 


impressive roar of his own. I'm 





off to wet myself. 
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EDGE OF ENDURANCE THIS CHRISTMAS 


(Without even listening to the Queen's speech...) 








Available now for your Amiga 


Psygnosis Ltd. South Harrington Building, Sefton Street, Liverpool L3 4BQ. 


BOB'S 
BAD DAY 


Bob was just minding his own 
business when it happened. 


All itt needed was a wizard 


with a poor sense of humour, 
a couple of angry words and 
Bob found himself rolling 
around - not in laughter, but 
like a ball! 

Now Bob's got to spin 
through the craziest lands 
the wizard could create in 
search of his legs. It's one of 
the fastest and funniest 
adventures around with 
the kind of mad challenge 
that'll keep you up all night 
searching and spinning in your 
quest to find Bob's lost legs. 
And you thought you've had 
bad days!!! 







PRIME MOVER 


The smoothest, most realistic 
arcade motorcycle game ever 
hits the Amiga with the arrival 
of Prime Mover. 

Featuring 5 awesome bikes, 
huge selection of the most 
challenging tracks from 
around the world & realistic 
and testing riding conditions, 
Prime Mover screams onto 
the grid and into pole position 
ahead of all the competition. 
So if you want to sample the 
power and sheer excitement 
of the _ international bike 
racing circuit, then 

Prime Mover 
is the clear , 
winner. «| 
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Hang on, what are Sierra doing back in the 
pages of The One? Haven't they eloped 

with their PC friends? Yes and no, explains 
Simon Byron. 


ack at the beginning of the 
year, Sierra announced to the 
Amiga world that it wouldn't 
be releasing any more games for 
our favourite computer. This wasn't 
due to what a lot of other publish- 
ers were doing at the time (i.e. 
jumping ship from the Amiga to 
consoles so that they could make 
more money. Who's laughing now 
the bottom's fallen out of that mar- 
ket, then?) but mainly because the 
conversions of their top PC adven- 
tures left a bitter taste in the 
mouth. Slow-moving graphics, an 
obscene amount of disk swap- 
ping... All these things and more 
contributed to lifeless and unen- 
joyable adventuring. 

But, wait! They're back! And this 





time they’ve brought a good game — 


with them, properly converted to 
the Amiga, not lazily ported across 
like their last efforts. Revolution 
Software have been flown in as the 
SAS programming commandos and 
by the look of things they've man- 
aged to capture all the charm of 
the PC original while at the same 
time making it a true Amiga game. 





But if it wasn't for Revolution boss 
Charles Cecil’s bath things may have 
turned out very differently. “I'd read 
in a few magazines that Sierra were 
no longer going to publish games for 
the Amiga. | think | was in the bath 
or something when all of a sudden | 
thought ‘Why not approach Sierra 
and point out that we could convert 
it ourselves?’ They've got a very 
strong brand 
image and by 
not publishing 
on Amiga they 
would have 
been losing a 
good market- 
ing opportuni- 
ty. S50 | rang | 
them up and | 
things went & 
from there.” 

Although the PC's graphics were 
displayed in 256 colours, the Amiga 
is restricted to 32 but the quality of 
the visuals is nevertheless extremely 
nice. "We're very pleased with the 
way we've managed to reduce the 
amount of colours,” states Charles. 
“32 colours can be restrictive but if 
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you know what you're doing you can 
come up with some truly impressive 
end results.” 

There’s a long and complicated 
procedure for reducing the amount 
of colours, as Charles outlines. “We 
start off by taking the original PC 
graphics and converting them down 
to, say, 40 colours using a piece of 
software created Se for that 
task. Once this 
has been done 
) we downgrade 
= the rest by 
— hand. There isa 
fair amount of 
work involved 
to get it look- 
ing just right - 
you could get 
the conversion 
program to 
reduce it straight to 32 colours in one 
go but you usually end up with very 
poor results. Obviously we're after 
the best-looking graphics you can get 
on the Amiga so we're happy to put 
in the extra work.” 

Because of some strict organisa- 
tional skills, Revolution has managed 
to reduce the amount of frustration 
caused by disk swapping. “When you 
play Kings Quest VI on the Amiga 
you'll find that all the rooms which 
are adjacent to each other are usual- 
ly on the same disk so there'll be 
hardly any swapping. There may be 
some swapping when you save and 
restore because there are certain bits 
that need to be stored in memory, 
but generally all the rooms which are 
geographically near to each other 
will be stored on the same disk.” 

These organisational = skills, 
although common sense to most of 
us, are mainly due to our computing 
backgrounds, thinks Charles, “The 


Europeans started off programming | 
for cassette-based machines so every- | 
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thing had to be really well organ- 
ised, whereas the Americans have 
always had disk drives. Now that the 
playing field has been levelled off 
somewhat and we're used to disk 
drives, we can write floppy versions 
of games like Beneath a Steel Sky 
and King’s Quest VI for the Amiga 
because we're used to being a lot 
more organised with our data." 

50 how does King's Quest VI com- 
pare to Steel Sky? “There are fewer 
rooms and there are fewer anima- 
tions,” explains Charles, “but the 
game itself is very complex - every 
time you do something a flag is set 
to alter another thing later on, 
which makes it really involving to 
play. They are two very different 
types of games that shouldn't end 
up competing with each other. | 
can't imagine anybody buying one 
to the exclusion of the other.” 

Charles is happy with his team’s 
efforts and guarantees that the 
Amiga version of King’s Quest VI will 
look and play almost identically to 
its PC counterpart. “I'm pleased - vir- 
tually nothing has been left out of 
the Amiga version. The PC intro 
takes up 20Mb so obviously we're 
not going to have a thirty disk intro, 
but apart from that there are very 
few changes." 

50 a hearty welcome back to Sier- 
ra - May you remain an Amiga pub- 
lisher for years to come. As long as 
Revolution are handling your con- 
versions, that is. 








YOU’LL DIE FOR A GAME 


Ladies and gentlemen, welcome to the Def Com Military Academy. You are about to fe) eee | 
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commandos, the campaign commences in the Grassland area, progresses to the Desert and 
on into the Arctic Wastes where you will be thoroughly tested in all aspects of ground warfare - 
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Upon completing the missions, you will be transported to Moon Base Alpha for the ultimate 
series of challenges the academy's mainframe has to offer. 


So if you are sitting comfortably and your reactions are at their sharpest, we will bring al 
house lights down and immerse you in the total action experience that is the ‘Theatre of 
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Matt Broughton 
likes to think he's 

' quite good at role 
playing games, 
mainly because his 
vital statistics are 
better than most 
Bounty Hunters 
you're likely to come 
across. In fact he's 
so tough he's the 
only one hard 
enough to take a 
look at Grandslam's 
latest offering. 


| ole Playing games are a 
reviewer's nightmare. We 


generally try to allocate 

as much time as possible to } 
the playing of games before 
we finally put pen to paper 
(well, finger to keyboard, any- 





erally excepted as taking between 
one and two weeks solid to cover. | 
know we complain about unimadgi- 


MEN DOR 


through our letter box but at 
least you don't have to build 
up individual character 
attributes and endure silly 
names like ‘Kwaydos - Prince 
of Grindhalsk and slayer of 
small brown dogs called 
Colin’. ’ 
Seventh Sword of Mondor 
is such a game and no doubt 
features similarly silly names, but 
with a difference - they're in 64 
colours (that's the pictures, not 
the names). The Plot? Oh, okay 
then, it's like this. Somewhere 
in a fictional land that time has 
forgotten, there lies a good con- 
tinent and an evil continent sit- 
uated adjacent to each other. 
The only thing that protects 
the good continent from the evil 
is the presence of the seven swords 
and as long as these swords are held 
by the princes of the good continent 
the evil will be dissuaded from 
attacking. However, over a period of 
time power has built up on the other 
continent and a meeting is called 
between all the good princes 
and, unsurprisingly, one of the 
swords is stolen allowing the 
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way) but role playing games are gen- 1 


native platform games spewing . 
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other continent to 
attack. It's at this Ff 
point that you join | 
the story and must | 
pick a team of | 
adventurers from a | 
group of volunteers | 
and set off and 
reclaim the seventh | 
sword, ) 
One of the spe- ! = 
cial features of the game is that 
—» you can have NPCs [non-play- 
” ing characters] join your 
party, and even though 
they're computer controlled 
* they'll wander 
along with you 
and help in any way 
they can. For exam- 
ple, one of the indi- 
vidual quests with- 
in the game 
involves hiring 
a NPC thief 
| who'll do his 





We actually 
worked out that 
there's over 270 
miles of track to 

walk through 
which works out 
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another Eye of The Beholder or Dun- 


geon Master rip-off but its 64 colour 
high res’ graphics make it look that 
bit different. “We've tried to make 
the game look a bit more interesting 
by using tons of 
digitised | 
graphics,” 
states 
Steve. “For | 
example, 
each brick in 
the cities 
stonework has 
been digitised so 


al Heh ~— to be 71,000 that it looks as real 
then leave ; = aay as possible. 
oe. your party - screens - it's There are also 
| be nasty to huge. a large number 
mo him at any of ditferent 
* point along locations 
the way though and Steve Sargent, within the 
he might just Grandsiam. game - dun- 


m sod off early, leaving you up a 
4 certain creek without a certain 
*\ paddle. 
| asked Steve Sargent from 
| Grandslam if all of the puzzles 
| were solved in a similar way. 
t “Like any adventure, the 
|| # objective is to get object A 
™ and use it at location B. The 
final quest is to retrieve the last 
sword from the evil king who obvi- 
ously can't be approached until all 
the smaller quests have been com- 
pleted, but up to that point it's fair- 
ly non linear - you can approach the 
quests in any order you like and If 
you get stuck in one quest you can 
move on to another area.” 
550M may sound as though it's 


geons, inside caves, inside 4 
palaces etc - each with very “ 
different looks. “We actually 
worked out that there are over 270 
miles of track to walk through which 
works out to be 71,000 screens - it's 
huge!" laughs Steve. “We also tried 
to avoid having empty screens, so if 
you come to a shop, rather than just 
having an empty room in 3D, you 
get a scanned painting which, as 
well as looking great, has a slightly 
eastern European feel to it which 
makes it feel a bit different to the 
standard Gothic style of most 
RPGs.” 

The game weighs in at an impres- 
sive 9Mb in total and will come on 
between four and six disks. “The 
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Seventh Sword of Mendor 
: Grandstam 
* In-House 
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game moves a lot faster if you have 
a hard drive, but with the floppy 
version it reads how much memory 
you have and reads ahead of itself. 
With so many huge RPGs appearing 
on the PC, it's hard to keep the 
Amiga in mind, but we see 
| the A1200 as the way for- 
ward.” 

There will be a specific 
A1200 version that will fea- 
ture super AGA graphics 
’ (Grandslam’‘s policy for all 
future projects) but there are no 
plans for a CD32 version.” The big 
problem with CD is that it only has 
1k of Eprom memory, and with a 
role playing games there are so 
many variables and flags to 
| store that you're looking at 
#00-300K to save a game. It's 
| hard to adapt but we'll defi- 
B nitely be looking to put other 
} games onto CD.” 

Because the Mendor team are 

a bunch of committed role play- 
ing fans Seventh Sword of Mendor 
is looking to be a real crowd pleas- 
er - as long as it’s a crowd of RPG 
fans, of course! 
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RCM eet ee Meh COUR PTO Ce UCC CCU LULL nL 
OCR Orci oT C MCR Ce ROM UMC eer Ce Ce tae 
enter one of the most amazing 3D worlds ever created and fight for your RCS CeCe Ce CR Ue Lea the 
life as vou play Harker, the only man in the living world who can stop Ce CMR Uk Tee RSP Coe 
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DRACULA IS ON YOUR PC NOW. 
COMING SOON FOR AMIGA, PC CD, ALL SEGA PLATFORMS, ALL NINTENDO PLATFORMS. 





Bram Stoker's Dracula isa trademark of Colombia Industries Ine. | 92 Columbia Piet Te lndustries Ine, hl fare Bs Lal 
Developed and Published by Psvgnosix Laid.. South Harrington Building, Sefton Street, Liverpool 14 41Q. 0 Psy gimeasis Ltd. AN rights reserved. 
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‘FATMAN 
THE CAPED 
_cONSUMER 
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‘m put in a bit of a Zanger- 


f-: position here. You see, 


having to look at a game 
with the word FAT in it, not to, 
mention one featuring a FAT 9) Tr 
MAN, is dodgy to say the least. “Uj 
It's very tempting to take the sig 
way out here and make some cheap 
jibes about a certain member of the 
editorial team who is generally 
accepted as being fairly, er, large. 
The oniy problem with this is that 
I'm fairly keen on my job and have 
no plans to leave just yet. No, | think 
I'll chicken out. (Good career move, 
- Dave.) 

Phew! Anyway, Fatman is a plat- 
form game featuring The Caped Con- 
sumer himself as he attempts to 
thwart a mad scientists plan to 
destroy all fat beings on Earth. Doc- 
tor Ted Thinsin is a few McMuffins 
short of a breakfast to say the least 
and has discovered a new formula to 
rid the Earth of fatties, and who bet- 
ter to demonstrate the powers of his 
formula on than the family of Fat- 
man. 

You must locate Ted, destroy the 
formula, free your family and restore 
hope to all over-eaters of the world 
by venturing through fifteen huge 
levels spread over seven worlds lit- 
tered with food, secret rooms and 
food (did | mention there'd be food 
in the game?). First you need to pass 
through Fatman’s house collecting 
hamburgers while avoiding kids, rats 
and bats, then you visit such loca- 
tions as a castle, a pyramid, a pirate 
ship and even the Soviet Union 

(don't ask me why). 

Fatman's weapons are slight- 
ly questionable to say the least 
and include a belly butt, a 
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Oh dear. 





belch, magic mushrooms, magic 
_ carrots and an all-powerful bot- 
~ tom burp! There's also a Big 
| )Daddy-style attack where you 
“  belly-flop with all your weight 
. — on anyone you can find, kina- 
~ ly dubbed “the fat bast**d jump” 
by the programmers. 

Humour (if you can call it that) 
appears to be the order of the day 
with Fatman and we should have 
more info for you next month. 
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Wi sygnosis seem to be in hyper- 
al mode at the moment, with 
about seventy-three releases 
set to appear before Christmas - and 
: here's just one of them. Perihelion is 
« a stylish-looking RPG with a ‘cyber- 
~ punky’ feel to it, i.e. there are lots 
* of metallic-looking people and loca- 


‘eae * tions. 


«  |had planned to bring you a brief 


= , summary of the plot but, to be hon- 
_* est, it features so many silly made- 








® up words connected in a non-sensi- 
« cal way that | was scared of being 
. taken away by the ‘Crap Police’. Suf- 
: fice to say that an apprentice psy- 
* onic on the distant planet of Perihe- 
> lion has had a vision of a mighty evil 
. 4pproaching the world. This puts 
* the willies up Perihelion's emperor, 
« Rex Helion, who creates a party of 
. six adventurers to somehow put a 
stop to this great threat. 

All sounds a bit 
strange doesn't it? 
Don't Worry, 
though, because 
_ what it all boils 
down to is 
some atmo- 
spheric adven- 
turing, with 









you controlling the six characters as 
they try to find a way to combat the 
re peril. In standard RPG fash- 


acters, alecithes has a ‘wide range 
of races, skills and attributes, and 
then lead them through the waste- 
lands looking for a life. 

Your party's view of Perihelion 
takes the form of the standard Dun- 
geon Master-like first-person 3D 
perspective, but it's all done a bit 
more slickly than we've been used 
to in the past, with the support 
inventory and stat screens having a 
Speedball-2-like polish to them. 
Magic is accessed (by psychic char- 
acters, obviously) through the use 
of runes in various combinations 
which give a wide number of offen- 
sive, defensive and sense-enhancing 
effects. 

The graphics have a sharp 
monochrome look that really give 
the game a unique identity all of its 
own and with any luck there'll be 
some decent gameplay behind the 
sexy-looking facade. It's ; 
always nice when there Mas 
is, isn't it? Look out for Ma& 
the full review in next &@ 
month's issue. . 
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modern Fighting Falcon, you'Hl experience 
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Beuitaecelatiee Bat okies (Susiteie wirailes 


aircraft. Each with their correct flight 
characteristics and authentic fully functioning 


5 7 v 7 ae a e ne Qe Sy Pe 7 
cockpits across six accurate historical scenarios. 
; 2 ! 


| 
| 


In addition, you can plan missions and allocate 


USS ie ale lee le eee eem ere ce) meta Te 
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defence operations. Plus a bonus ‘What If’ mode: 


hk Po F =| at | 


i » A i eng ate ee fs nee eerere Trey; a | = 
nnd out if a spittire can outmanoeuvre a MiG-23! 


| 7 r . i i a 3 Fae. 7. a L. th a nie Th ie 7 ‘ae 
Have you got what it takes to be-Number Une‘ 


ri F 1 | i" | ia i lati 2 a 
Can vou push vourself tothe limits, calculate the 
i | T t a | ce et 
risks and use your initiatrve without being 
F ' ves ~ Ps fi . ia | et 7 | ta. rE 4 f 
: ri z Bee re! ‘ | i = | ; i, a. Lei Tee | ‘i 
ee ee A} = | 
cc ; F | rT / : a ; A | fe oe) Hi | ro " F } ora | : i a : “ F 1 | ; 
meres eee ae prot ica ull ewe ee Jog cae 
7 i | : oy a | : 
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At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 


Based on years of research this is, quite simply, the best game reviewing system devised by 


man. 
Pro bably. 













- Playability, which we e hope will 
soon be incorporated into the 


This | piccy shows you clearly 
which Amiga - A500/600, 41200 or 















(CD32 - the game is being 7 Oxford English Dictionary as a 
reviewed on. =~ ge | ‘real’ word (write to your MP!), 
— “i indicates how easy the game is to 
‘This panel indicates who is pub- as | get into and how much fun it is to 
lishing and who created the | play. Things like poor control or 
game, along with essential info | cluttered screens will take this 
such as how much the game score down. 
costs, when it'll be released, the he ai ae | 
control system(s) used, how much | ‘Another “new word, Lastability _ 
memory your Amiga needs torun ~~ | indicates whether you're likely to 
it, how may disks it comes on finish the game in a day or a year, 
| (and therefore how much swap- and also whether the game is one 
_ ping you can anticipate) and even | i you're likely to keep returning to 
. whether you can install it onto [ peer att: time and time again. It's a rather 
| your hard drive. tae important mark, especially with 
— | games ae oO eee 
i i gO 


This percentage indicates not only 
how well-drawn or animated the = | ae 
graphics are, but also how well rm ih 
they complement the game. Some | PEAYVRELILIT® | 
games look great in static form | a 
but may be slow and jerky ‘in the 
flesh’ which will be indicated by a 
lower-than-expected Graphics 
score. 


| The Overall score is is the defi nitive | 

| guide as to whether a game is 

| good or bad. It takes into account 
{| many factors other than the four 
| | J] main ones listed above, which is 
peASTABILITY | 7! why it's not simply an average of 
| yh, | those scores. Anything scoring 

85% or above is considered an 
| essential purchase. 





| As with Graphics, the Sound score | 
) isn't based purely on the quality | 
_of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
| an all-guns-blazing shoot-‘em-up 






The Amiga family is even bigger 
than ever now, with people able 
to buy A500/600s, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 

| versions of the game are } planned. 












































[T PANEL EXPLAINED) 


See PRO ee ee 
eee oleh Mali (ele es 
Cates ela ae me da) 
two kids get lost in the 
woods and come across a 
house made of cake," burps 
Dave, oblivious to anything 
going on in the real world. “| 
love food, me," he adds, 
ee — WE eee 
EL LE from munchies I'd watch Grease 
ee ime etal s in my three peas sweet. 
And at night I'd doze in my bunk AD mae UP 
nurse! Come quick! 


SIMON BYRON 
feta ale eee elle 
been quite good if only there 
Le imeem te 
moans Simon. “For starters, 
ee A Tem ate Peed a 
UM) Mate eco mh cela es me) 8) 
instead of ‘going up a hill’? 
Semele CC 
dozy or they wanted a quick 





| snog, is what | reckon. And who in their right — ; 
eel em resem lem erelecaldeeliimetcits| th mat-r:[e| 


wound with vinegar and brown paper? Elasto- 

plast is much more suited for that purpose. No 

kid of mine would be allowed to do...” he goes 

on. For ages. 

] MATT BROUGHTON 

| “L never listened to those 

| childish rhymes,” claims 
Matt, “| was playing the 
recorder from the age of 
seven months, the piano 
TR CR Clee Meee 
Se Ce 
Indie rock band by the time | 
reached playschool. | was 














Belem Masel med e ard 


fccelOL em slcuis ecw iil imel mel) ecm lime) mur) s)s) [ors 
and I'd thank you to stop asking be ridiculous 
questions when I'm trying to compose.” 
a 
JENNY ABROOK 
Cmte Ce melas ele 
admits Jenny, “and pretty 
pictures and bunny rabbits 
lute tC aCe Mt os | oe 
work and skipping and 
drawing and playing with 
my Sindys and sucking my 
ee ee me heme 
meme T-\ ce: a ee ee iT: 








| Timmy Mallet and going to Brownies and Take 
| That and Sooty and Sweep and Susie and birdies 
Buce eum mUCR uC Eee C mera melt. 
| chocolate and toys and puppies. don't wet m 
Beye ails) t sda 


NOTE: All pictures © The One, Drawn by 5. Byron, aged a fr 
and three-quarters. | 
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FRONTIER 





to award it our first 


Frontier. It's here 
and it's HUGE! So 
ue 
OM me mrs, 


ever SIX-PAGE 
review, as well as # 
md isto 
mark. David 
eS a eay 
emf 
eyes. Or stop writing 
in CAPITAL LETTERS. 
or more anticipated ae 


% ee dee ei ran 


our massive three-part ae 
cele te ee alls eT acme) 
last year there hasn't been a week go 
by without at least one person calling 
VE tite Cee am dal 
game is coming out. Well, now you 
UMM tale eee te celal -ig 
MiG mes Dee eee a) 
amr ay LY g Pes see] i and 
Paar ae . 

Dee ae 
ten years now since the original Elite 
was released. 1984 was the year, in 
ee ames lacie (iets 
the likes of Frogger and Pacman to be 
the apex of computer gaming. No- 
one was prepared for or expecting a 
game like Elite, with its incredible (at 
the time) 3D, vast depth and absorb- 
ing gameplay. Even now | can 
MN AUS e ue lalate eet sal mel ale 
to my mate's house (who's parents 
were rich enough to buy him a BBC 
‘B’ computer), watching in amaze- 
ment as he zapped pirates and Thar- 
Tele e eels le dB 

Since then the game's been con- 


equels don't get much bigger 


verted onto almost every computer’ 


format imaginable - there's even a 
WCET) ee | oe ey oe) oe 
would you believe? - and has 
established itself as arguably 
the most famous computer 
eral ma ames ee 
UUM eae 
SMT eee) me ca 
about Elite and watch as they 
immediately go into old-timer mode 
and start rambling on about ‘trying 
to dock’ and gettipg Phat is tle Mee 
eects 

OBC CPE ie meena 
wrote the original withdan Bell, 





se ee teh — 
i++ em 
cd oe By eal 
Rs ema Re coe m geet Bale a 
SNA mee Te eae 
every second of work evident on the 
cat Me 
years after Elite, with the play- 

er assuming the role of Jame- 

Teme ieee Mem Meier 
Tite me ee Lo ” 
Ue a ee a 
ripe old age, leaving you a ship and 
Pe ee me 
to follow in his famous footsteps and 
carve out your own place in galactic 
history. 

The galaxy's changed a lot since 
Jameson was treading space. It's 


Wem le ela eee 


WA eee letee meme em Rn) 
mighty rival factions - the Federation 


and the Empire - have arisen and | 


Tals et 
* aaron with a handful of Inde- 


‘cold war’ exists between 
these two galactic superpow- 
ers, providing a backdrop rich 





for adventure. And what of the evil ) 


Siar liele etme ede Bele tt es 
Tee Se a oe 
riously disappeared and are now 
more than creatures of legend. 

PU Ra eee Ble MMe eee) elec 


Wr Tien 
Ee eee 





ieee eee 
most normal games. Instead, you're 
free to go wherever you want and do 
whatever you feel like doing. You 
can play the game as a goody, 
trading, carrying out legal mis- 
sions and only shooting some- 
ele) ae ee 
ERM Merete ames lal dale lead 
Wire ieee lel lial eld cme role ce ea a 
and perhaps even doing a little spy- 
Tal Mie Mee Liat eae eRe el 
PV dale] le Mea (fda Ms lel ee eel ae 
ale ae eee ee ae es a as | 
ee ae 


pendent worlds scattered in ae 
ee es ee 


lett ay y BH in 
Teh 





The accent is on ‘realism’ in 
Frontier. While flying, for exam- 
ple, your ship has two crosshairs 
on-screen. The vertical one indi- 
Ce mele 
flying in while the slanted one, 
ee mess 
mouse, joystick or whatever, 
Ee etl) 
is facing. You see, because of 
ee ee i 
the direction you're facing imme- 
ee eee el 
DC tee 
Ca et me ea ha 
up with slanted one, andthen ~~ 
your ship will be facing the same 


Toate Font aia ie ei 


Ce Ce am ale 
initial starting locations for their 
space-faring career, The recom- 
Mirus Mies lal te eae tal 
planet Merlin in the Ross 154 star 
system. Your ship here is an 
Eagle MkII long-range sits antie 
complete with lasers, two mis- 
ate l sl te mate ee als) 
Drive. Slightly tougher is Mars in 
eee 
eT mls D ae 
eT Thc eee 
ever, will plump straight for the 
third option: Lave, flying a Cobra’ 
my cl By tet alae) 
Jump Drive... 
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First, you've got to fly your ship 
away from any big masses, such 
as stars, planets and space 
Pee Pome 
SL La 
you look very silly. You can Jump, 
however, while in the vicinity of 
POU cs ee: 
you get into a scrap that's going badly, something 
NET mee Comics re 














oF Tasha’ 


Sr me 
PL Me eG 
system you're currently flying 
around in is indicated by a big 
pusple marker saying “You are 
here’ (handy, eh?) with a ring 
around it showing the maximum 
Jump range your Drive is capable 
Ce 
until you find your required desti- 
et es ee 
Assuming you remembered to fill 
the fuel tank before you left you'll smoothly enter 
Hyperspace. 
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Bosc ee Eide a a 
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The oval-shaped object in the middle of the control 
panel is a scanner. It shows you every object in 
Pmt eC eee ee 
Pere i Me ee ee eee ce 
with the height of the bar on the scanner indicat- 
ing how far above or below the plane of your line 
ee em 
to read it correctly, but it's a skill you've got to 
learn if you're going to survive. 


ce ee A 


me | Pl TUE 
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Filet iam ee eh 
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And here you are, many light years 
away from where you started out. 
That blue glow is the radiation 
TU ee 
el mabye) st te Lae Le) 
there's a similar but red glow 
where you entered back at your , 
departure point. These glows 
show up on navigational comput- 
ers, a fact that pirates often use to 
look out for incoming traders, so 
Ve toe es a 


























With the right equipment you can lock onto these 
unique radiation glows and find owt a information 
Plime roca ses 
destinaffim and when - 
it'll arrive. If you've got 
a superior Jump Drive 
eM dates ea aaa 
Hyperspace you can 
actually arrive at their 
destination before they 
do and intercept them, 
just like these two guys 
just have. Looks like I'd 
better start powering 
oe 





Frontier offers pilots a choice of two control 
modes, the traditional ‘roll, dive and climb’ as in 
Elite or a more straightforward ‘steer left or right, 
dive and climb’. The former mode works better 
with a joystick while the latter is suited to a 
mouse, but it’s up to you. You can tweak the con- 
ee em ee 
tLe iD 
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The real fun in Frontier comes from 
- when you get into a dogfight with 
someone - a frequent occurrence, it 
? has to be said. Apart from a single- 
beam laser your ship comes ready 
+ fitted with two or so homing mis- 
siles. The enemy are very 
Tu ee em 




























































re and fire a missile at them they'll 
immediately scarper, running away 
lang enough for the missile to run 
out of fuel, then continue the 
cd 
attack. 
+ 
ea eg a ae eee 
. 2 Bere cue tattle 
: 
— ee Cu eee 
: It's possible to talk to other pilots or starport control while flying around. | 
| ‘ . From your cockpit you just click on their ship or station and then click on . ie oa 
. Ce eR ae eae ee ee ee ea el als eu Lele 1 dle) 
appear - just pick the one you want. If you're being pulped by pirates, for 
) ee me es ee Mae ete atm MC ma la 
! tee) tae Et 
| 
. o 
ee ei 
PT itm a ee mt 
Lic ite 
eta es oe 
: ot Ca ee ed 
reine p = aT Fer ee 





looking out over 
PP ae oe your engines - and 
SS — = UNM me lL eats 
an Vir ee cate 
views, however, is 
PA med so oe 
Tat tere 
and out to your 
ee 
and rotate the cae- 
mera to just about 
any degree imagin- 


prt Se mets es 
to learn that most ships in 
Frontier now come fitted with an 
autopilot (in the original you had 
cemeemate lt mtt e 
Title ae eh ml ee a 
Steer aes es ela 


(or just about anything a | Be 

tae ee a ee) hee sade 
Smet ah als ship for you, rs ape 
even so far as carrying out all of your ship 
the docking procedures. Should = sa Doh! 


Fe Le ee ete ace 
Aether a | a 
om cee ee tee | 
Se ee a ee) 

which case you'll find this 'navi- 
PE ee . 
Taree Le el me ae 
nation and the squares getting 
closer together as your near it, 
Warning you to reduce your 

speed, 











The Pe Caen yeh ete ee cee a li cy is 
point during play, allowing you turn the sound and music om 
‘and off, alter the control system and adjust the detail level. On 
eee ihe. eC hCG MOM (time Bla highly-detailed 

re teu fale | ne + nee Wee ee ae ee en Cr a 
+ On ort Net nara sight-seeing it's best to turn everything off. Then, if you find 

Ea somewhere pretty, float and briefly turn the detail back on for a 
tad dee me leet 
















































= = 
: ae i iia UE Tee 9 a 
| = Ejay Apa 
CPEs es Eig te Fist AP ne tule | | 
_— c =i! Ue : 
: - = ails ie bee Ser gst her leh LL 
CEE Py iy, CALs pmelgiesiee Seg fies) feu ea = . . | 
a ie ee , ) | tl Suleor ecard sete tar: | Le more ld ] al lal i. 
eee ee ee. Pear n a ue pe leg Li Gta Se item ay) BL put the mL 
sions than trading. Each station 3 rae Fag fire gas | eae | 
: en like this, offering a A ee Elite. The idea is that, if you're 
at taper rmiompsip nites te — mb Ss ucitacat = going all that way fo some dis- 
ST eb Pees eee “autsiuiiy name he Pig =e ei fy etd [tea t= | * tant system on an a al | 
A eae oi ere et Ma ee a al at) | 
dance te yh a anys Spas t P E a Se shea Tg “ie PET Tate y 
esa PU me re Sas _ fs 4 seu oe aan eS re ae | He 
to the suspicious, such as aie 2 ES Eo Ek pti | at ee aL | | 
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notices which ask for a certain Semana Mihich service do you requires a5 career SAL Le Le 


BG tweet ee jd 2 9 he . Seta ae 7 1) | can consult the galaxy map to | : 


‘removed’, and generally the SR Lat de 
STATION TO STATION 


cash reward will reflect the dif- * such as what their main 

bd sn all Unlike Elite, en allows ie) to dock id Ute els ee ie planet's ir pe te legacy sesh rte | 

rib ae aie Po sd shila roti y ibid sighnaiaoe iden In gehts gece wh rain ae eT POET oa the way, | just 1 | 

En aCe sepals pdieadgtlataac cna lp caer eae car marche gate RU i. 
: never actually leave your craft (must get awful smelly in there!) but log- 

CCM Caer sl imei t es lee 




































ee oe ua - they're all wearing it 
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Speierp sti op) = ulfihyy 296 ir | | r SHC eRe oe aa my! rll et Price Hoi — 
ame a sale ee tie i eg eh 41M pus ALI ee CU Ie pe , 
ee uM eras ey gee Pippa Tier) jee | as J ll af /0 lf 
| tied hase 
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Fea ay ae | eer Ene ra 
no are ear adi iste Buty be tee | 
See eee ‘eu. cia ian bn OO ee Eis eh 9 belie | 
- beta Spreane mente 
BE Pe Metal Ailogs Ia te aif 
san | r. satis PP ORPEOOUS Petes lta | 
| ct | on | Hauraiiny jai ahs Tine | 
PR RCC ECTS | Eypupy Zyye i Pasi al all EIT SCONES He II | 
A ee oe | ‘| =i on ' rene : 
it. A menu of questions will appear and you can Cini ame Ue wat) I al OT Ee . Pere lat 
politely interrogate your prospective employee | RA Te Ay = aN ny Blain 
see ee de ee me cer mee ; 
or attempt to get half the cash upfront or even ) 


bump up the fee - it's always worth a try, isn't it? If 3 1 
you get cold feet you can back out any time by ter- zs 
minating the call. If you do accept a job it’s best to 
rear CM ee Me eae MD delle Coe 
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7 Of jess, rere Ge ier oh ee = - oo ey ie Pe ey eter 1 ar ae 
Tt Uwe ap aT eee ore co LL Ly oS , al ee aL 
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In the shipyard you can get repairs | shale i = nathnas , a 
made to your ship, buy extras to bolt- | ; hui WG CA Rte TB Led a Si ] oe 
eri rhe | : ) “Faery jijpieap fleeal ti) ee Sure — 
altogether. The equipment and space- | - i is leet Cldig 2 alyperdsles , 
RU ame mem . ptt ete a Ube SE ae 
apt P a dere e e | TP ET apace RTE 
Vo ee Blsleleh every | —_ Ete ey eet A er ee Oey Abi | 
trinket in the game while a hollowed- ellie UG TOU SOS eco DOU ar a a hh 
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mea le ic iP Ip ae tay ipa | | } 
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Flying around the gala 
experience - ev 
ee ae te 
Eagle one-mi 
tation, howe 
in the game 
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st so bloody big! To get a sense 
ee it md 
Ting 4 spacestation. This spaces- 
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You may remember that during our three-part WIP 
on Frontier we ran a draw allowing four lucky 
readers to christen a spacestation, moon or planet 
in Frontier. And just to prove that we didn't just 
throw all the entries in the bin here's ashot of 
Morgue's Mortuary, a popular port-of-call for the 
galaxy's stum. We can't remember the name of 
ee tS 
name but they're out there, Somewhere, 
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GALAXY AS A PLAYTHING 


TSEC RCE emesis meme memes mL A elas 
PE ae CLC Cra RGEC elie 
ee) Reece) Le teat ee Terese] MO) mallet Me telg Ml] sleet 
have had 7 * tame e te meee dale tale ee mam eT 
Pesta oo CMCC Cet TM mel lame Coda am ell 
ate [iwi Coes Pik ke 
Uae ts Comet imeem em Maes ems ld atc] see 
diagram showing the relative positions of all the stars in the ¢ 
(well, the ones you need to know about for the game, anyway 
could spend hours playing about this without ever bothering wii 
trading and combat. Here's why... 






So here it is - the galaxy map. Using the keyboard's cursor 
keys you can pan around it at will, and with the mouse 
you can rotate it and view it from any angle. Using the 
Te ee Ceo ee me lee 
tees lias | ie VO Me ae Bale 

: | major trading routes, stuff like that. Each star system has 

‘ a coordinate related to this map to help you find your 

way around. 


GE Cie am UCB ale tle 
I es ee ee ae Peta te lens 
it, detailing such things as its major imports and exports 
PUG al ade ee ete ee 
political system, etc. This screen here gives you a rough 
overview of the system - in this case our solar system - 
along with some astronomical data at the bottom of the 
Lal 


Ol male mee abe MO cel ek mea 
Te eC eee ee ele 
look at it from any angle, and zoom in and out till your 
Ee ea eee 
ing and rewinding it, to see how the planets orbit each 
Coe 





if you really want to get an idea of how small and puny 
you are in the great scale of things then come here. This 
tee ee te oe 
rently-selected solar system shown along with any near 
neighbours. Like all wes: ieee eats me tem ad 
co ke 
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| Frontier benefits as from the A1200's greater 
| processing power - everything's that bit | 
| smoother, making for a far more pleasant playing 
experience. in fact, David Braben claims that the 
A1200 version could run much faster but because 


the graphic code uses the blitter a lot (which runs slower than the 


At 200's 68020 CPU) it's effectively ‘reigned in’. David hopes to do 
an 41200 version with 256 colours and even a CD32 version which 
could include texture-mapped spaceships. Here's hoping. 








Brace yourself, Team 17 fans. For the first 
time in a couple of years the Wakefield 
software giants have let us down. Simon 
Byron explains why... 


rring-brring; = brring-brring. 

. “Hello, Team 17 Software.” 

“Hello, can | speak to Mar- 

tyn, please? It's Simon from The One 
‘magazine’.” 

“Sorry, he's gone out for the rest 
of the afternoon. Can you call back 

_ later?” 

“Er, okay. Bye." 

Damn. | was hoping for some 
additional information about Team 
17's latest budget title. I'm sure I've 
seen it somewhere before, you 
know. computer will announce the arrival 

| Hang on - news justin. It's true! of an alien attack wave and you've a 
 Cardiaxx was originally published by set amount of time to wipe out each 


mie alien ship. If you run out of seconds 
: ae Zoo. However, it than tha. gamete Hite sful- 


, es t been a case of simply |y clearing a wave may add § some 
=" sticking the disks in a smart panini. inishi Fiery 
“ new box. No, Team 17 have tt 

tweaked a tew of the gameplay ele- 

ments and added some of their 

much-sought-after magic dust (for 

extra spare) to create what they FF 
~ hope | release. wr —a) 
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Cardiaxx is a bit unconventional in 
the way it allows you to progress 
through the levels. Your on-board 
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“game (and that 
+ pre's a quick run- 
a of Sone you have to do. 

You're Pope, the pilot of the Stolen 
Heart, who's been charged with the 
task of fighting oft hordes of alien 


Once a a wave e is cleared you ‘a most 


mpolireaie be awarded a bonus. Extra 
 onecay P Siuesadi t ae. the most _ 


either the left aia pent of 4 ‘never goes amiss, especially if =| 
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| sane it ieee as if si ctiibiia with 
~ their monicker attached to it will ic 
outse ee iy aie else. Just ay 


ut if you" . got any sense you'll 
2 Verdict to your right before | 
eit your cash. . 
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The Deep Space level isa sub-game,_ 
where 

: other end of the level. There’s no time 
limit nate Sine nse ee 
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Well, it had to aT Ty coe 
CUM tae ee Us 
PP eT oa ee ces ae 
Pre had ac) come up with c 
Cie ee a ae ~ 
artes Ee a oe ae 
Granted, it's only a budget Pou Ree 
Ue ae eee ee Lae 
MR aie yt 
es ee graphics Sg too Ce 
ET et Poi tir 
almost incomprehensible Amiga 
Se ee the EN EG 
mS MS ete TERE ae rly 
i es urd id could 
Sur SEs e Tira dT Uae 
being forced along SL E 
La Ee cue a Sry toe 
CR me) Oa 
Te LL Ces . 
ly during certain attack Pes ua 
makes the task of ETUC to Are 
atta MM Ole 
Bee 
ee see eel ary 
with losing a life whenever Vlas a | 
too long, but having to restart Cahls s 4 a A a 
Uae tis eee a Sa Pirie 

too much. Another problem ae 

Cardiaxx is that it lacks any kind of ce | 

There are no surprises or Sd aed to 
WC teu ee ete cl to have ead one Ce go 
eee Ue ner Ty an Creu eet 7 
shoot-'em-up. In an Cl Le DE re ved won't | 
compete too well, especially we wrt Perr td PoE Te 
UM ae Meee Me ae ee ee 
Project-X, for the same price. And butt brik co of 
what I'd advise you to do. 
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ion received 


ning guggests 
us debtor 


Decimation 
‘ndeed at large- 

This photograph, taken by 
avid amateur photographer 
and trainspotter Wilbour 
Pratt, shows 4 man believed to 
be Jack T. Ladd, leaving the 
famous nightspot Vagrants. 
favourite haunt of gangland 
bosses and soap stars, the club 
‘a in the heart of the capital 
and 16 re puted to 5e rve the 
moat expensive drinks 1m the 
universe. The photograph was 
taken at 3.00 am and the 
blonde accompanying our 
suspect 18 believed to be a Miss 
Fifi LaMour, @ talented yOunB 
actress and exotic dancer. 

A representative of the 
IRDS comments “If this 13 
indeed the man we are aceking, 
Td like © know how much he 
spent at the bar, by rights that 
money 15 ours. 

Already know? to have 
visited three planets, one Cloud 
City and at least four bars, this 
picture provides 4 vital clue in 
tracking down Jack T. Ladd. 

If you have any information 
on his whereabouts please 
contact your local tax office. 
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baseball jacket. just answer chis simple 

Ph Wiha is ae Liu era ae 

OT ee ies Ge 

| Send your Pe Pe 

el ae eae address, age. “YP® 

of computer and the name of this 

magaLine. To: Who is jack eC L 

Psypnosis ae ttl db abe a 

Lana COA VHQ, UK. Warning — Jack T.Ladd 18 armed with 10Mb of data, superb gameplay 
realistic 5-wey movement, SmuttiText™ CensoRound™. CyniPlay”- For thd 
gake of your morals and sanity avoid him at all costs. If you have already i% 
encountered this man and are facing 4 dilemma call the Innocent Helpline. } 
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No prizes for guessing that this isn't an educational package pre- ~~ ea , rh i t { 












































sented by Noddy. Matt Broughton pulls on his welly boots and Doh: 
prepares to deal out death in ee: latest Se Preto chor oa ade 
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ames players are sick people there you~are vind areal tie j 
really. If they're not busy inside of your computer world killing — 
destroying aliens (who, | anything who happens to: i, 
might add, are probably just as vaguely human. ge 
scared of you as you are of them) Well, now I've got that off my cle 
then they‘re bouncing around seem- chest, | suppose I'd better let youin = z 
ingly drug-induced platform worlds on the next opportunity to murder — 
collecting jellies, Even more worry- lots of people in cold blood: Theatre . 
ing is their lust for taking part inhor- Of Death. It isn't exactly the most 
rific war scenes filled with death and subtle title we've ever seen but, then pa 
destruction. | mean, there's poorold again, neither is the game. You take: 
grandad sitting in his chair in the control of a squad of troops who. | : 
corner of the living room, trying to must be Jed through a number of. 
forget the horrors of war, chatting increasingly difficult missions that 
to item after item of confused Tup- will take them over grasslands, 
perware that, to be quite frank, real- desert, frozen wastes and even the 
ly isn’t equipped to respond, and Moon. Initially the missions just ask 


ree 
fe, 


, : a : [ 
i ape 






actually Matt. “Dave) 0 =e oa ; 


I he Se 


Le) od oe oe HEUTARAL TZEE 


You can control single soldier or an entire unit by either clicking yourred = 
cursor over a normal soldier or a commander (who's shown as a different ~~ 
colour). Once you have control, pointing at a location and clicking onthe = - ¥u 
left button will send them there, while a click on the right button will | get 
them firing. You control vehicles in the same way, but with | con : 
trols (land or halt), as shown in the bottom left of the panel. From, this ing, you cance 
panel you can also call up your reinforcements and bombers, as well ha Salk deren 
access the map, satellite views and check on your oe aqiengend gol 
co-ordinates.  @ectra. 
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VERDICT 





Should ail of your men be killed, or if you chicken out of the missions at any 
point, it is deemed that you should be sent home in a plastic bag. From what | 
I can gather though, when you get there someone must unzip it and bring 
you back to life because you get taken straight to the world map and are 
allowed to retry the mission as many times as you want. After a successful 
Dean ou are given a password that will er ee to return in later 

h exactly the same number of iss completed, Phew! Thank 
Psygay for that! 
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The game brapuda shilicrct: fovr dittaent: | | 
, pon Menrseets see and lunar-and | | 
all success is plotted alongthe = ™ | 
i worl aun (shown inset). Nid Hach shahe Sauabatoe iabioks: | 
s show missions available and red flags show missions not yet | 
ailable to you. Clicking on a white flag gives a mission briefing which you | 
Jecide t accept o reject. Ve 
ng availabl to Peay 8 oy pekan | | | 
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3 \ peciaiod at sie th ne. from the rele screen, Given atte a Caninleh of infor- 
- mation. Using the vertic: ace sie — n tasiaror bot to view both — 










| The standard game runs identically on the A1209 

| but Psygnosis are currently looking into enhanced 
versions for the A1200 and CD32. | would like to 
point out that even though | have a fairly large box 
to write in here, | have next to nothing to say. 


your and enemy uni 





The skull, ticieyeatise makes) i ndlcat ‘away. like a oie | 
erste Matt please, Dave) VCS SH Sa ora para eS ale eS 





Someone's stolen all our wabbits and, to be 
quite frank, we're not happy. Matt 
Broughton wipes the tears from his eyes 
and storms into Psygnosis" latest 
console-esque cutesy romp. 


Pe abbits. Fluffy, cute and sa 


oF Brbeing damned tasty if. you 
cae em just right. Yes, | can think 
OF trary FOAsOn Wy OS ae ee 
‘hon your world. Warner Srothers 


+ Ay = a as . 


AS eae se 


alone would lose millions - after all, 
Elmer Fudd prowling around saying 
“Be wery qwiet, I'm hunting sod-all” 
while Bugs Budgie smacks his head 
against a 9 and nibbles at a nice 
fresh bit of cuttlefish just isn't the 
same is it? And come to think of it, 


, Be TSE ‘it 


en 





ee ee ee sn St mre bubbling nae rr | F 
doorway to the ‘crossroad’ of lands. Any ingredients that Uri PTT 
Ca ae ee oc Ce ee Pays) eins ictal 
can only be visited by mixing a PERERA mc ie hms Cp) will corn: 
attractively in the air waiting to be trace Crit Por Sei eC ae 
Ce Rm ee ee ee Cea 
permutations is huge. Spells can do UE] from award ces Pod Lt) 
double your time limit. Some change Tels fetes te] Sa ae 
do absolutely nothing. There are also a number of CRs sto 


found, such as this one (right) where you ca 


a Ss Coe nai i] 


guess the correct meaning of SILL words.. 


Watership Down would've been a bit 
of a non-event as well. 

Why, you might ask, am | going 
on about rabbits? Ah-ha, you obvi- 
ously haven't looked at the screen 
shots yet or you'd know, for rabbits 
(or, in fact, wabbits) are the main 
element in Psygnosis’ latest, a smart 
conversion from the Mega Drive. 

Wiz and Liz are two elderly magi- 
cians have been alerted to the 
existence of an evil presence. Now 
when | say evil, | don't mean ‘force 


4 


ties along the way. 

What this all boils down to is a 
good old fashioned romp with run- 
ning/jumping cuteness everywhere. 
Magic is accessed by finding and 
buying fruit and veg which can be 
mixed in a number of ways to create 
many and varied spells, helping or 


you to listen to Bob Dylan’ kind of © 
evil. Oh no, it’s much worse than — 
that. This spirit has descended upon _ 
Wiz ‘n’ Liz's peaceful world and © 
stolen all the oe wabbits, trans- | 


ot - you aicaieay lands. It’s 


your job as Wiz, Liz 
a: ie Se | 
ae ed rescue all the wab- — 
== ing good use of 
vines . your magical abili- — 


ic 































Mumbie or words your confuse 





Water, wine and brandy 
A weed called pickeriil 
eee 


hindering you as you bound through 
the different lands retrieving wabs. 

Difficulty levels can be set before 
hand, and competitive rules and 
handicaps can be set for the two- 

player head-to-head. And that's it in 
a nutshell, so grab your magic wand 
and let's be away. 
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* Completing each land is easy in theo- 
e ry, but not necessarily easy in prac- 

: tice. The first thing you need to do is 
« to bump into as many wabbits as 

* * possible thus releasing a letter, 

* which (when collected) will fill in the 
: empty word at the top of the screen. 
* Once the word is complete, you have 
, to collect the stated number of wab- 
® bits before your time runs out. The 
* wabbits will now release extra time 
» icons, bonus letters and the all- 

* important spell ingredients. 


shown as a bar at the 
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You need d to collect a number of f spell 
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Developer: 
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ly sequels to well-known clas 
| sics. And you'd think it'd be so 
eet ee MMe Mel Mme Dl hl 
Ce meme) 
CMe meee Cee te eee) 
TT eee cle a 

eR MCR emcee ei 
game sequels. After all, they're lim- 
i le ructure and gameplay 
EU me ee |e ee 
leeway to do something totally dif- 
CLO LoL Mele eller eee eee 
PRM eects Mia ei mate 
out to be a cutésy platform romp 
you'd probably be a little miffed | 
expect (unless it was very good). 

Sure enough, then, that’s what 


Ce Ue eee maT 


mM cee 
ever, as the original Uridium 





Eye eee ee ee tate lee ee 
ete em ela mr ee 
about it in fable; a long-distant 


et AMM ee ee 


puters loaded from cassette. 
ee eRe ese: ecole 





noughts are slowly approaching the LAB 


Earth, leaving charrad husks of once- 
ae Ceete Me lee MM le 
lone Manta fighter is launched to 
intercepfithem, the theory being that 
a small ship might just be able to slip 
past its mighty defences, find their 
Were ey eee tt Mel ea ee mele 
Rae CMU mec Titi re 
defences are geared to deal with 
assaults by cruisers and battleships. 
However, therg are still each 
eT Lae pee ee es 
ato] ee 
Mother Of All Space chee 


LOOK AT THE SIZE OF THAT THING! 

ee ee ee 

ee i eG red em 
2 introduces vertical movement as well. This here 
Pitt tert 

mut erie eet el id et ee et 


If you see a hatch or an opening | 
on the dreadnought’s hull then | 
take care. While most of the | 
alien ships appear in waves, | 
zooming in from left or right, | 
some may pop up from the 
dreanought's interior docking | 
“~ bays and launch ! 
m attacks. 


= 


surprise 


guess, some of the later ships are HUGE! 


Each dreadnought is festooned 
| with tiny gun turrets and they can 
be easily overlooked as you con- 
| centrate on downing the incoming 
| alien fighters. You can be sure, 
| however, that they won't overlook 


you. A quick blast from your lasers 
will sort them out. 
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Once you've landed on a 
dreadnought your pilot will enters 
Pe aU eset te 
You task here is to blow eway the 
shields surrounding the core and 
el tate el ur lal 
Ca ee total 


Power-ups appear if you manage to 
wipe out a complete wave of enemy 
fighters and offer various point 

Ee Et tte tosh mate) 
WDM ite lu 
own advantages and disadvantages. 
Most enjoyable are the bombs, 
allowing you to sweep across the systems, the weird gravity, your 
ship, blowing the crap out of any pilot's inertia and the recoil from 
deck installations. You can only have your gun" Do it, though, and bonus- 
one weapon on the go at atime, but es will start to appear as rubble — 
if you get bored with it you can pours from the ceiling. You can sum- 
revert back to your standard double) mon a warp back to your waiting 

laser at any time with a waggle of EC mea te 
eee are taking a battering. 
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Apart from gun turrets, some 


| 
si | dreadnoughts have homing mis- 
| 
i 
j 






| Look out for that wa... Too late. § sile defences. These tend to be 
— Crashing into a wall is not a noble 
| way for a pilot to end a distin- 
_ guished combat career. 





. fairly slow and stupid, and are 
| not too much of a problem to 
a 
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These weird-looking deck features 
are jammers. They cripple your 
long-range scanner, making it 
impossible for you to see if walls 
or aliens are approaching. If you 
pick up any torpedoes or bombs 
take them out ASAP. 









Andrew Braybrook returns to familiar ter- 
ei eee Teme 


ee CCE eae 


UR ECM rer ees Peo Meet Do 
postively ga-ga over the triumphant result. 


Your Manta candoalotofdamage Uridium 2 offers a whole host of 
but even so it's not powerful enough one- and two-player game options. 
CoM D em Meee late tr meet Re el Reema da) 
TE The [lt ie te c) drone co-pilot or a human co-pilot. 
FET tear CM ae Be by 
the reactor core and hopefuly nip off fad Manta and controls both play- 
before they explode. You're only eet ate et 
Elite o land, however, when a over the dreadnought, while the 
set number of alien attack waves other is a wingman who is Imited to 
have been dealt with. Certain ships vertical movement around the 

and installations release special lead's position, You can also play a 
Me ee ee more traditional two-player game 
Ce ae where you alternate turns between 
have to face and thus allow you to lives, flying with or without a drone 


land sooner. ate er een a 
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r The dreaded ‘nae lf you | 
= hang around one part of the ship J 
© too long these will be fired at you. | 
» Like the missiles, they home in, J 
| but they're faster and much | 
) smarter. Run away! . 
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| learn the skill now. 
. | 


Turn, dammit, turn! If a wave of &) Your Manta can be made to §& 
— fighters is sneaking up behind [| spin onto its side, presenting a ’ 
» you, the best tactic is to turn back smaller target to the enemy § 
to face them. While you flip over —) and allowing you slip through 
you're temporarily above their —)} gaps in the dreadnought’s 
line of fire and thus can't be ) walls. This dreadnought is rela- © 
| shot down. tively ‘open plan’, but lateron © 
i «Space can get really tight so & 
ff = ty 
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The beauty of Uridium 2 is that, | 
unlike most modern shoot-'em-ups, 

progress relies purely on the player's 
arcade skills and not simply on learn- 
ing where and how the aliens will |) ~~ 
attack you or amassing a battlecruis- | 
er's-worth of power-ups. This makes 
Uridium 2 a bit of a sod to play at 
first, and you'll lose many a Manta as 
you slowly but surely learn how best 
to pilot it. Once you've acquired that 
ability, however - and it doesn't take 
that long, to be honest - you'll find 
Uridium 2 one of the dreamiest, most 
satisfying blasts you've ever had the 
privilege of playing. It's a show-off's |, 
delight, in fact, and good players will | 
have any on-lookers oohing and | ke 
aahing in appreciation as they zip |. 
nimbly between narrow gaps on the Je oe i ee 
dreadought's hull, casually flipping |- 
over to zap an incoming alien 







































LASTABILIT 
| ae a. " Lie - — a To 
squadron then spinning back to take Be one gt BEE” 


out a few gun turrets and launch | ~ 
pads. All the same, gaming weeds | 
ought to be warned that this isn't | 
the easiest of shoot-'em-ups, and | 

even those geezers who boasted that Ye be | 
they beat Project-X two hours after 4) = 

buying it will spend many a long night ns aera 
pulling out their few remaining tufts of hair as they mis- 
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takenly plough straight into a wall for the fifthieth time. by 
it's worth all the heartache, though, as the sense of ; : 
achievement you earn from defeating each dreanought tis aa 
beyond description. My only moan (and it's a small one) is is | 
that the ‘exploding dreadnought’ sequence isn't a pate 
on the original one and doesn't quite give you the pay-ott | 
you feel you deserve when you complete a level. That ; 
aside, Uridium 2 is without doubt a true classic and an . 
essential addition to your software collection. Buy. Now ae i 
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| Uridium 2 takes great advantage of the A1200's ) 
superior power and mcmory. Graphical tweaks | 
have been added here and there - smoke trails ) 
q = _| from the homing missiles, spent bullet cases . 
Banas away from the pilot's gun, that sort of thing - and there's | 
a special A1200-only ‘Mayhem’ game mode for those who reck- i 
on themselves real star players. Also, as each fleet of dread- 
noughts is loaded in they are stored in memory, eliminating any 
further disk accessing time. All in all, very nice. 41200/CD32-spe- 
cific versions are being considered but there are no definite plans 
as yet. 











Mee 


onk! Not laughing yet? 
Well, I'll say it again then: 
Donk! Come on - smile at 


least. Donk! Donk! Donk! Donk! Oh 
dear, still no result. 

Why do people have to fiddle?™ 
Donk!, the first commercial release 
from former Shareware starlets The 
Hidden, used to be called the much 
naughtier-sounding Dong! And nat- 















ast the Hidden unveil their Donk! which, 
laments David Upchurch, could've sounded a 
MEN > eee ae: wetted bit rude if only Supervision hadn't changed 
mature here at The One, that used ja ‘oe os ee 

to cause a lot of word-play hilarity: . the game's name. 

“Have you seen The Hidden's = pan: — ee 


Dong?” we'd say to each other and 

then all fall about sniggering and | . 
giggling. Ah, happy days. (What do TH E= VERDICT 
you mean - ‘ey d dies 9) ee ee ee ee ae a ee ee, 





Sue SuBeryrerot obviously Geen Sree tee Brice SF 
ed that a name less innuendo inspir- 


ing was called for so they've spoilt 
our fun by retitling the game Donk! 
Either way, it’s a platform game. j he — 
You play Donk, a duck with Samurai a ~ : , paelepee: ) 
skills, battling your way through 112 Sars | libel =| 
(count ‘em) levels spread over seven ! Price ra Pe 
graphically-varied ‘zones’, all shown = | 
on a Super Marioworld-like map ! Mot Hard Dik Inctallable : 
screen. Depending on how you com- bot i 
plete each level, new pathways to Joystick | 
fresh levels open up, so you can | 
effectively choose your own route to 
the end of the game. 

Each level consists of a maze-like 
network of caverns and tunnels, 
dotted with platforms and precious 
gems. It’s Donk’s aim in life to col- 
lect all the gems, whereupon the 
level will begin to self-destruct and 
Donk must make his way to the exit 
spharpish or be blown to bits. This 
is a task made harder by the 
inevitable lethal obstacles like lava 
pools, spikes and, of course, ram- 
pant nasties. 


Publisher; Supervision) 
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The A500/600 version of Donk! comes on the 
same disks as the A1200 version - you simply 
select which one you want when the game loads 
up. Inevitably 4500/600 owners lose the 
parallaxed backgrounds. This would be bearable 
were it not for the fact that in their place you get unattractive black 
blocks which make it marginally tougher picking out the platforms 
from the backdrops, for some reason. That, and a few minor 
cosmetic changes, aside the game's the same. CD32 owners, mean- 
while, can look forward to their own super-enhanced version of 
Donk! towards the end of the year. Expect the A1200 game but with 
loads of between-level animations and extra bells and whistles. 
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Matt Broughton generally approaches sports with the attitude of. ,.. 
‘If L can't win by natural ability, then I'll just have to hurt you 
latest should keep him happy for a while... 


lots’. So Millennium's 


don't scare easily you know. | 
mean, I'm normally the one called 
in to handle spiders above and 
- beyond the size generally accept- 
ed as natural, not to mention hav- 
ing happily bungy jumped 200 foot 
off some broken viaduct in France. 
Yep, there's not much that gets me 
worried. Well, that’s apart from one 
thing - playing Sensi Soccer against 
John Bennett, deputy editor of our 
sister magazine PC Review. 

He's the sort of annoying player 
that waits until you've got posses- 
sion, lets you get into a bit of space 
and liné up your next shot, and then 
steams in from nowhere to hack 
your legs off as hard as he can. In 
fact, it's not unusual to find John 
with all but three of his players sent 
off after about 5 minutes of play. 
Well, now here's my chance to get 
him back and, | might add, legiti- 
mately. 

Football is the first in Millenni- 
um's Brutal Sports series and takes 
us ina new direction as far as in- 
game violence is concerned. Pre- 








sented in a very Bitmap Brothers- 
style, the game allows you to take 
control of a team of fantasy-world 
warriors with gentle names such as 
‘Huns’, ‘Assassins’ and ‘Thugs’ and 
guide them through knock-out com- 
petitions, league games or unfriend- 
ly matches played as a best of three, 
five or just single matches. 

From the first whistle you have 
five minutes to score as many goals 
as possible while hurting the oppos- 
ing team as much as possible. You 
have individual player strength and 
overall team. strength shown on 
screen which indicates the best 
moments to steam in for an attack, 
along wth an on-screen scanner 
showing each player's position. 

The sport element of the game is 
simple - just get the ball into the 
opponent's goal by throwing, —- 
kicking or walking it in - but ¢ 
the nasty part of the game is /- 
much more’ interesting. 
Apart from flying tack- 
les, you can punch | 
the opponent to Z| 


Toy ale he rc 


frou might think rugby or American football looks a bit 






frightening, but get a load of these moves... 





THE FLYING TACKLE 
al eee meme glale) 
down a running opponent. Guar- 
Fue e mace] e Mtl slat Mle mad I 
number also comes with a superb 
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Cu eee mee el || 
Mess sis ae ee ee L 
around and enjoy scant — 
ing down 
on helpless 
Para a2 
out players 
lala me] ha 
by God it's 


Ct a 


the ground and stomp on_ his 
head, not to mention collecting 
and using the weapons and spe- 
cial powers left about the field. 
Swords, shields, power gloves, 
lightning bolts and bombs are just 
a few of the many toys just asking 
to be collected and used against 
the other team. 

But don't take my word for it - 
have a look for yourself, 


en 
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— As well as the results being displayed after each match (as 

[> you can see from the inset picture, not only did | thrash 

® them 4-0 but | managed to kill all their players and make 

_a wad of cash in the process!) you can also access a 

J-number of statistics. These supply information on 

rl possesion percentages, successful tackles, intercept- 

g ed passes and so on. More interesting, | find, is the 

vf Fintormation given on the nasty acts carried out. As 
“you can see the opposition is much better at stomping 

‘shall lam, but check out my punching stats! 
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is an impres- 
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while running. 
Just look at 
the thighs on 


One of the few non-damaging 
moves in the game, the nits ump 
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THE PUNCH 

tee ee ae | | 
croud pleaser this one. Nothing 
fancy but it does the trick and, if 
the opponent is weak enough, it 
nus even sicieid a ee you 
difficult | _ 

decision - 
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Swords are great fun. A personal 
technique I've developed involves 
leaving the ball on the ground, 
waiting CRD ee ee ce Rah) 
meme MM mare dale 
ere sends atlas 
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At] ea I like it. It's in to i 
able to play a game where you don't 
ee 
ee eh ee td Sears ea pti 
eC pee CMS me ls) | eee te 
PRT mie meet Tt ae ee ac es 
ee mee | Prat 
Me EE MMC me Td) 
eee ie) 
es ee 
Bros-esque - but there's nothing 
wrong in that) and the music is good 
throughout, as are the superb sound 
effects during the match - ah, the 
CEST eee ee) 
TST ee ee 
for just the right amount of time, — 
PUR RCD ae ta . wr Al 
orientated and the second half turn. =" 
ing into major carnage as the teams 


get more and more knackered. | par- 
re EU CM 
CED Ce ee 
Ce er ee eee ee 
and the winner is whoever can kill 
the other team first. The pitch is 

Poets Mies ea a eed eT 
technique in without having to run for miles before a 
Per) Telat s ee d 





judged, ensuring very few dull moments. The opponent 
intelligence is excellent - so far I've not found any cheat- 
ing ways to score - and it also increases as you progress 
through the league meaning that you can't keep employ- 
Tee meted Ral a a Come ee 
touch, adding a limited but adequate amount of ‘manag- 
er-iness' to the game without holding up the flow of 
PEA eMC Cro ame 
as it does with a mate or two (needless to say John 
Me errr ea oe) 
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_ Matt Broughton enjoys a devant film as 


much as the next man, but his enthusiasm 
doesn't even come close to that of Flair's 
latest hero. Take your seats please, the 
main feature is about to — | 


ver the past few years it p= 


seems as though a large 

number of people have grad- 
Wally drifted back to the cinema 
rather than succumb to the tempta- 
tion of sitting at home glued to the 
latest video release or the SKY Movie 
channel. | have always enjoyed my 
little trips out to the big screen, and 
what with the sudden injection of 


67-screen complexes all over the 


place, it's never too hard to find 


something decent to watch. One of [fs 


my particular pleasures comes from 
visiting the ticket office during the 
day, buying my tickets early, and 
then returning a few minutes before 
the film starts so that | can walk 
through the sweating masses of 
frantic movie goers waving my tick- 
ets confidently and striding to the 
front of the line. Aha-ha-ha. POWER! 

Oscar takes place in one such 
multi-screen complex where the 
young enthusiast can enter any of 
seven magical film worlds and 
attempt to collect a set number of 
Oscars (the award type, | mean). 
These Worlds consist of 
many platforms and a 
Wide variety of crea- 
tures whore try-to 
stop our mate. Oscar 
isn't totally defenseless, 
however, as by jumping, ™ 
on their heads (in true \ 4 
platform stylee) or hit- #7, ° 
ting them with his trusty 
yo-yo he can ‘do them in’, | 
$0 to speak. 

Some worlds include underwater 
areas which will require some care- 
ful navigating if you want to find all 













= | oH 

’ ust 
7. 

' cae 

ee pe 

eile en ee 

oe ll! 4 Poa? Pog 

ate Res 1 oy 






Oscar can ice of initicalan by 
jumping on their heads just like any 
other platform hero, but he can also 
make use of the only offensive 
weapon to be found throughout the 
worlds - the yo-yo. Though not 
exactly an obviously violent weapon, 
Oscar can only take four hits before 
losing a life so it's quite important 
that he should be able to attack bad- 
dies without risking the dangers of 
close contact. The yo-yo can also be 
used to swing from platforms and 
will stay with Oscar until he loses a 
life. See, quite useful after all! 


those hidden prizes while managing 
to avoid the hungry 
fish. But don’t worry, 
Oscar always dresses 
sensibly depending 
on where he is and 
will don a wetsuit 
and goggles whenever 
he dives into the briny. 
Bonus Jevels can be 
F entered.by collecting the 
bonus letters, but make sure 















you spell the words correctly or 
you could find yourself in a bogus 
level (and that isn’t even one of our 
jokes). - 
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ACR Ue ea Mee CP met Tit mele 
Cartoon Capers, Wild West World, The Horror Channel, Sci Fi Encounters, 
CL Em ent) black and white classic!) and Game Show 
rome emia ea Tt eee eee yt 
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Pm strengths, it's also one of the 





Let's get this straight before we go 
any further. Oscar looks absolutely 
superb. You'll never see a game so 
full of colour and with such a variety 
wz) of characters and graphical feels. 
| The only problem is that as much 
Jas this is one of the game's 


game's weaknesses because it's 


= when you try to play a game you | 
i spend the first few lives of each 
level bumping into things and trying 
to work out what's background, 
what's foreground, what's a plat- 
form, what's a baddie, etc. If you 
ignore the graphics and presentation 
for just a moment you're looking at |} 
at very polished platform game with 
a huge number of levels to explore 
and a ton of baddies to deal with. 
That said, there still isn't anything 
here with any lasting appeal. The 
sound is lovely, with some excellent 
spot effects, and there are graphical 
treats and gags all over the piace - 
parodies of Dusty Bin and Aliens on ™ 
their respective levels are just two excellent 

examples. This, unfortunately, still isn't enough to ele- 
vate the game to the Premier League. When | did the WIP 
on this a few months back, | asked the programmers 
what they thought makes Oscar something special and 
the answer they gave was “Just wait until you see it run- 
ning.” | think that this sums it up much better than I can. 
It looks so sexy even a platform game hater would sit up 
and take a look but at the end of the day it's the game- 
play that should take pride of place not the number of 
colours you can get on-screen. Oscar is well above aver- 
age, but if you like originality you might need to see a 
demo beforehand just to be sure it's worth the cash. 





The A500/600 version will feature all the levels 
of the A1200 game, but with less colours over- 
all. Look out for the Update soon. The CD32 ver- 
sion, which is bundled free with the machine 
along with Diggers, includes an extra two worlds plus a midi 
soundtrack and a video-styled front end. 
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Technical support Hetline 
O90 2-64002F (Mon-Fri) 
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When chaos rules, a King is in the making, The War of the Roses is ripping the Land apart as 
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Kingmaker. Battle for glory and seize your prize. 
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Available On: PC & Compatibles, Atari ST and Amiga. 
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HINTS TIPS 'N' HELP CALL THE GOLD PHONE 


S5ELLIAMMEA + EYE Of THE BEHOLDER ili VEIL OF GARKNESS - EVE OF THE BEMOLD@A » LEGEND OF OARKMOON (EYE OF THE BEHOLDER Il) - DRAGONS OF FLAME + HEAOES OF THE LANCE 


: PROPHECY OF THE SHADOW TEL OB €44 1 OPERATION STEALTH + ANCTHER WORLD FLASHBACK - CRUGE FORA CORPSE TEL: O00 @id 2d UICASAATS HELPLINE - LaCHUICe'S REVENGE (MONKEY ISLAND 2) = INDIANA JONES 


LAST CAUSMOE 4 RATE OE ATLANTIS! « ZAM McK ACO » RAWLS MANSION: LOOM: THE SE ORE T OF MONKEY ISLAND): WING CLAY OF THE TENTACLE TEL: G8 Gil 123 |INPORMATION LIME: G08 664 124 ACCESS HELPLINE + AMA 


« UJWKS <THE CHALLEMOE + LIMES 334 PRO TEL: 0838 G84 24 LEGENDS OF TALOUR TEL: 0698 9 366 STREEIFRGHIER ¢ EL: Oe O07 TSS SURTECGH HELAUNE CRUSEOGSS OF THE GARK SAVANT TEL Ge Oe a7 


Service povided by US. Gold Lid. Unita 2d Holtend Way, Holford, Bierningham, 06 TAX. if pou are under 14 please get perréeaion ip use the ieephone. Celle cost 6p per minute cheap ete, Wp per renute all ofher times. Prices correct at 
time of going bo prea. (March Ti). if im deuia ceria US feed Genter wervice for full deleile of Garter Shine eed fee 
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Blue Angels legends of the sky. 
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concentration are required. One wrong move 
can cost you the race. 
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his lost youth, aided by Wendy, Tinkerbell and all his old friends. 


ee Sa ee deme ee Meee che ioe een ee 2 
Ce ee eee PIC TLMES, ba 










os oe pee |e == 
(Ceuta ead Lime Ti 


EER CR DT mecli li ameiat | 
Se) 
UT ee ED 
Pee ie ur Boe Ca 
foridthe universe of the evil el 
mastermind Chaostikhan! ! 
ae) eee 
slay alert! Your only hope of reaching the final 
Ce | 
CEU a 


he a 


DEDGL, ii 







































Pee i ees 
mel Cee dale oleae] 
' Sle a Pea 
Snoopy cartoons when he used to 
put on his helmet and goggles, sit on 
eee Me Cue mem dal 
Red Baron. Not exactly relevant or 
useful experience, is it? With this in 
MRM tel eM sR aes eet eM Crs A 
offering, Dogfight, ready and willing 
comm meal Le 

MicroProse bill the game as “most 
definitely not a flight sim”. That's as 
Cee me Mae hae 2 
UMNO ige ean Ee tL 
be overestimating there a little bit to 
be honest), multiple outside views, a 
Aide delet eae ee | 
Tt eee em 
In my book, if it looks like a sim, 
sounds like a sim and smells like a 
sim, then | say it's a sim. 





The game offers you a wide variety of airplanes er Talat ema 


The main view is fairly limited most 
Be ee 
mies being indicated by green crosses 


Me eee ee 


you have a number of external views 
PEEL Cmte aaa ay 
helpful as the camera angle will show 
your craft in relation to the nearest 
ee a ee 
yourself up here and then return to 
the cockpit view for the main event. 
Pee eee ml Pe me 
a ree Bae 


Dogfight caters for a wide variety 
of game styles. Players who prefer 
their sims arcade-orientated can 
tackle a one-on-one dogfight against 
EM eet ec) ge] ede) 
(i.e. a Spitfire against a Junkers Juss, 
Vem er ae lat) ea 
there's a series of missions featuring 
swarms of enemy aircraft and mul- 
tiple ground and air targets to 
Dette) 

However, the most interesting 
variation of all is the ‘What if?’ game, 
where you can choose any planes 
eur alee M tate aCe aes are 
planes the game's got data on) and 
Titties Fama el eg meet 
how, for instance, a Sea Harrier 
elt ts tel ee ae 
squadron of Sopwith Camels. 
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with standard-for-the-craft weaponry and equipment. When accepting one 
of the missions, you're given the option to modify your payload of missiles 
and bombs if you want, so that you can tailor it to the mission's 
Se Ce Rm Cenc mee ery: 


missiles for extra bombs. 
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Just a month after Peay au Wa Ut Fees 


onto an unsuspecting budget market, Team 
17 jump behind the wheel once again with 
this long-awaited Supercars beater. David 

Upchurch feels the need for speed. 
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SET eel lela lel ae 
mally this is easy. Say whether the 
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manual and - hey-Preston! - it's done. 
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that it’s a top-viewed race game, with 
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Heel ea ee 
Datel lee Mr Coe ee Uae 
how hard can it be? Here goes... 
eee eee me me ea 
a star convulses in its final death 
ation out across its solar system. On 
a planet orbiting this sun, an emer- 
gency council has been called by the 
CElem Bele ese eal) ce 
Ce aM My lee) ) a] ac 
We ae Ce uae lee 
ue Mee ie eu mac ey 
good. As we first suspected the plan- 
et surveyed is fully compatible with 
Vertis) Ce a 
CMMs) tla 
ema eRe Male me leel se 
your highness,” interrupts G'zarf. 
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We ee eae dtc tae Lee 
CCRC a mess am Rime) | 
ee Mile R- Reel sle a uti d ato 
VETER mes lee dee 
eS eee CR esse 
a few moments, scratching his chin 
with a razor-clawed paw. “Hmmm, 
a ee ee 
no match for our mighty warriors, eh 
General Fi'tra?” 
eM a aed 
uC Beetle 
} strong opposition to our plans 











for recolonisation, Emperor,” replies 
ac Mimic metals aero | ae TT 
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world, but a new one awaits...” 
The Emperor smiles. 
eee eae eet 
Meanwhile, the people of Earth 
have no idea of the terrible threat fac- 
ar ees ee sea ieee Tih 
Sete A ee 
of some is, er, racing cars and bug- 
CC ee | 
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becoming the supreme Overdriver 
and, ah, saving the planet from alien 
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ies lie 
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eCommerce la tee 
money talks in Overdrive. Not literal- 
ly, of course, | mean that each race 
has an entry fee. The tougher the 
race, the higher the entry fee, 
although the potential rewards are 
SCM Me bee 
earn more and more prize money, 
increasingly tougher races are made 
PEs CM bs Ml inet || me 
earned enough to face your nemesis, 
Se i eee etd 
el dl el ee) 
offer, comparing opponents, vehi- 
Par ae Mme | 
lia meee em ts Be la 
you fancy tackling. 
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with their own skills and abilities. In the early levels you simply have to 
come anywhere except last to carry on, although later things get tighter 
and only first place is good enough to prevent you from losing the game. 
ER MMe mr adit rm am ea ns my 
than jump straight into the race, as it gives you a good opportunity to learn 
the track and it’s not really that important where you start on the grid. 
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Slick surface makes a= ltt aes 
vehicle orip better and =i 
enhances acceleration. 
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em Rr Me Cet la Bato eee ete ce 
Prix car, sportscar, 4x4 and buggy - and five circuit types - Grand Prix, city, 
icy, desert and 444 arena. The game mixes and matches the vehicles and the 
Pa ee ee tba lames l utes mel eel) 
which terrain they're travelling over. At least, that's what Team 17 claim - 
personally | didn’t notice that much variation in the vehicles’ handling. 


(Left) The tracks aré littered 
with power-ups, such as cash 
«bonuses, tyres for increased 
traction and steering wheels 
for better control, and they 
Pees a 
driving over them. Between 
ete ea a 
bers what each vehicle has 
picked up, so every power-up 
Me Ree ae 
Me le a eae 
the game. Probably the most 
important power-up is extra 
ie eee 
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Pr SU er Ete CR ee lb Es be avoided, there 
are special ‘turbo pads’ dotted here and there on every track. These give 
your vehicle a brief spurt of ‘super-speed’ and very handy they can be too. 
TEM eer ee em a tn et 
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between one of two control modes, 
Pee Po aa eee ool es 
mode and a more obvious ‘move in 
rat eh cis 
mode. Although the first mode is 
trickier to get used to, | found it far 
more effective in the long run. If 
Te ee Mel ee 
even hook that up too for that 
authentic driving feel. 


Overdrive does have a two-player 
mode. However, you'll have to get 
eR Mm es a ts 
over to your place and have a serial 
cable ready to connect them with if 
TCU Reade LL 
two people can't play simultaneous- 
ly on the same machine. Apparently 
Te UM emcee 


erie Lae 


split the screen or anything like that. 





Arriving just a month after the 
Tlae lie ue ee ee cS 
was always going to have a hard job 
impressing us, especially with expec- i pases hues 

tations running so high after such a — Psionic Systems 
long time in development. It's no 7 on 














surprise to discover, then, — that 
ere at ree Meum ler tulle 
eee eee Ha 
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lacks the Dinky Car cuteness and 
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Rae CMe tered) CM ee . 
while to get used to Overdrive's } 
frantic pace, although when you do 
eee MU eS Le UT 
MENA ee me 
weakness is its lack of a two-player 
Pe 
te ee ee 
speed with a split-screen or whatev- 
Se ee a ee 
Amigas via a serial cable and play 
head-to-head that way, but how — 
many people are able to do that? As 
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than just being drones following the best line EU tem ir 
tracks. You'll be playing this for weeks before you beat 
the Demon Driver and claim the Overdrive cup, unlike 
Micro Machines which was, to put it mildly, a bit of a 
Me ee ee 
the disk accessing is a bit of a Prt Ld unbearable. 
eu Ue ee) 
floppy drives get some extra tunes to listen to while uty 
drive. If you've only got one floppy drive you can opt to 
have the tunes as well but the disk swapping increases.) 
Se Ee eee eC the Re Cl 
ee ee 
Pe ee STS 
playing alone then go for Overdrive. ‘Nuff said? 
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| there 
Was 


Turrican. 

Next came 
Turrican 2. 

Now it’s time to 
welcome Simon 
Byron with a copy 


of Renegade's aptly- 


named sequel of a 


Pe Peet] Pek ts i 7 


SU MC ame 

without warning, the evil 
machines have started to attack 
tee CMC ra deel iit Mihm] Tata g 
they happen upon and enslaving the 
SEE MMM ete batt (Y 
PD eee me me 
SEIU (ema oe Taam tics 
stage left Bren McGuire and his 
extremely powerful suit. It's his job 
to journey to the heart of the both- 
er and save mankind from certain 
extinction. Again. 

Yes, we're back in familiar territo- 
ry here, and Turrican 1 and 2 play- 
ers should have no problem rising to 
the challenge. Like its predecessors, 
Turrican 3 is a huge multiway 
scrolling arcade blaster with you 
ete Rute ma at ae 
EME MC hme |) 
fifteen levels of guns-blazin' action. 
Along the way you'll discover all 
kinds of power-ups and bonuses 
which can be collected for either 
weapon or points boosting. 

CTE Eee melita Bail 
eed eet maa 
rope-thing which he can use to latch 
onto the bases of platforms and 
swing from level to level. That aside, 

everything else is pretty much as 
iets 

ile eee eee eset 
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you'd expect a f rew cosmetic bells 


and whistles. And what bells and 
ES eee ete PTs | 
technical wizardry going on 
throughout the game that the team 
should win an award for innovation 
from someone (Prince Charles, per- 
haps - he’s always up for that kind 
of thing). As we know, though, 
UC MS tell le Mm ral it 
translate into great games, but Tur- 
WEB Cee eae 
eT me] Com tcl le el a 
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vet ete rhe bpeieconernalinagly 
andi ian vay ei Top tip 
aCe rt tad 
then keep jumping - for some reason 
aad a 


(Below) Having made it through a 
particularly hazardous level, the end- 
CLR Me Creare ett ty 
surprise. They look pretty and all 


- that but they're just a little too easy 


Dee me is) 
problems (and you'd have to be a bit 
of a fool to) then press the Space bar 
Ee mm tet) 
smart bombs which should do 
Strela) os ie eel! septibeaRi 





eae B aa a pare fs Teta 
route to where you have to get to 
LOR ORC lea 
ST mcm le emt eal a tit 
level (by destroying loads and loads 
SU GR DEE elmer dma m rela 
more often than not come across 
these chests, Just fire a well-directed 
blast of death at them and they'll 
spring open, spewing forth all kinds 
ume) ads te 





tough jumps as he makes his way from left to right across this futuristic 
train, avoiding the Alien-inspired creatures and jets of flame. The real 
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Some platforms are too high up to 
be reached with a normal jump. But - 
CUM a me mlm) 
the fire button and Bren will adopt a 
Se Rm ey 
raise or lower his rope-carrying arm. 
Then, by releasing the fire button, 
the rope will shoot out and latch 
PLR Me oe ee ee 
you can hoist yourself up and leap 
ever onwards. 


Now these are a pain. This level consists entirely of precarious platforms 





problem here is that one false move can result in instant death and a trek 
back to the start, which can be a bit of a problem. 


Halfway through Level Two, Bren 
Ta Ree eur hal: 
gear and make his way to the end- 
Pert eee 
varies slightly here - you're 
constantly pulled down so you have 
em dh eee ea lg 
Sere 

a Mes ee a es ea 
ite aa ee ee Ls 
have some chance, at least. 


i Le CCU Ee ee 
to follow the route from left to right, then back again, etc, zig-zagging 
your way to the exit. This is superb stuff - adrenalin secreting, even - but 
easy it ain't. Mess up and it's into the bottomless void for you, mate. 
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loaded up Turrican 3 | was a bit 
dubious as to whether | fancied sit- 
ting through a couple of days of meee 
Factor 5 


ee ee eee 
eT ee ae Us 
Pe se 
A ee ee 
level layouts which, unlike the first 
couple of games, actually guide you 
in the rough direction you should be 
Pe 
Sees ae mee et ee ee 
few dead ends but these usually 
contain a few necessary power-ups 
so your journeys are never wasted. 
Talking of power-ups, Turrican 3's 
Pe hme Me ee 
BT ee raat wey 
TU ees 
likely to find on the Amiga. Add to 
this the rope-thing Bren fires and 
you've got a formidable and aes- 
tetas Ct ae Oe 
Pe Te eS ee 
ory a te ad ee 
they're still a joy to play and never 
TCO eee 

it can't be faulted - the parallax is gorgeous, the explo- 
sions eye-poppingly good and the real-time sprite rota- 
NCEE EU ae is St ee 
is fairly unique - the in-game tunes and effects are 
ery Nee Ue Mee 
most technically impressive arcade games CM 
Amiga and, although the sprites Te Can places, the 
sheer amount of stuff that’s going on more than makes 
Te ee 
it's very easily completed, even on the toughest of its 
rela bares eta ee | ee eee Pia las 
TCR Oe Len Ue au ee ee 
you fancy an all-action blaster then this is most ste oe 
ly for you. 


and 
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 A1200 | levels are stored in RAM once they've been load- 
~ eee erie ee er rey 
Pao Pd version, though unlikely, would be excellent. And 
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PE Tea ee ee 
duck inside a pancake along with spring 
me mC meee Te 
prepared to change - after all, this is the 
latest release from Team 17. 


cee (La Melle eleels]( eel ee 
my girlfriend isn't really a fan of 
computer games and, what 
with me liking them a lot, this can 
EET Comer ements 
she'll dabble in my hobby is if | 


manage to dig out something fea- 


a meme me Cr RA ele ee 
Eee te 

Thank goodness, then, for 
Qwak, which has appeared from 
out of nowhere to save my love 
i ee ee ee 
stepped out of the Alien Breed- 
aE Mca ae Me a) 
Tite Mat ry Mills] missle] oy 
em CMe iat me) ee 
you play a duck with a passion for 
i meee ee 

e-em Ma eo 
sents you with a screen jam- 
rte treme ales eas 
waiting to be collected, along with 
a handful of cute-looking animals 
SLM ce Me de] om | La hae 
being a duck, your weapon of 
choice is obvious - eggs. Smack a 
baddy in the face and he'll disap- 
elt me eee) seller 
leaving the way open for more 
fruit collecting and platform japes. 

Potions can be collected along 
the way which reward the player 


with a number of treats such as 
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shields, helicopter hats and invinci- 
bility. You have a finite number of 
eggs that are replenished at the end 
of each level depending on how 
many fruits you've collected. 
Hazards are in plentiful supply as 
well, with poison, spikes and big 
Tae ra swe] elma] la MMe lee | 
ting some very large fish (?). The two- 
player option permits strategies such 
as pushing your mate/rival off plat- 
forms, jumping on his head, stunning 
him with eggs and generally being 
vicious and nasty. “Upchurch, come 
eee 


Here both players ri 
been caught up in 

one of the ‘bonus 
Ue ee | 
manner of lovely gifts 
Ue ee 
rain only lasts for a lim- 
ited period, but it offers 
PU ee oe 
top up on fruits and 
em Cds 





The enemy come in many cute shapes and sizes and are easily POET 
with a well-lobbed egg or two. If you manage to kill them using a choco- 
_-—s- fate egg (awarded by collecting brown potions) you'll be left a litthe gift. 
ee ee eee CR erm lem C 
\, iron keys can be picked up and saved to open locked-away treats on 
sy later levels. 
| 

























that dodgy cliché. But what else can | 
| say? Qwak is yet another goal for | 
Team 17 - it's just soooo playable. | 
It's chock-full of character and fun, | 
with some excellent little touches to | 


Publisher: Team 17 
Developer: 


resitenncti 
eer 99 Out re rT) 
keep you going as you bounce Be: 
around collecting and killing. The | 
graphics are cute and clear, while § 
sound is very nice with ten different J 
(and damn catchy) tunes running Fa 
through the levels as well as good — # 
spot effects. The game is large to | 
say the least, with eight different | 
worlds - each with a unique graphi- | 
cal look and style - to visit. All the } 
standard platformy things have — 
been included - slippery ice plat- Djs” 
forms, crumbling floors, etc - | 
as well as rising bubbles that i 
|can be used to get to higher 
| levels. The ‘shower’ of gifts is 
an excellent little bonus round | 
| that breaks things up a bit, espe- | 
' cially in two-player mode where 
you can jump on your mate and — 
generally push him around to get all 2 
the good stuff first. In fact, the 
game is the real highlight of Qwak. It's up to you 
whether you play together for the common good or 
individually for personal gain - it doesn't really matter, 
as either way it's great fun! Qwak is simple stuff, but 
it's hugely addictive and a g-eat laugh - and I've always 
got time for games that make me laugh. Budget games 
never smelt so good. 


iveo-player ea 


Qwak isn't the sort of game that needs anything 
extra in the speed or graphics departments, so it's 
no surprise to learn that there are no di 
5] on the A1200. An A1200-only version looks unlikely, 
but Qwak will be released for the CD32 (without — 
= any enhancements) for £14.99 in mid-November. 
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D/GENERATION 
CD32 version; 
Mindscape £25.99. 
D/Generation was very popular with 
The One when it first came out, fea- 
turing as a Recommended game for 
quite some time, and this month 
sees the special CD32 version. Ooh, 
exciting. So what's new? 

Very little, it appears. The game 
looks like a direct port from the 
A500 version, although if you look 
closely you'll notice that the graph- 
ics now boast 256 colours (but you 
do have to look very closely indeed). 
The sound effects are also souped- 
up and now boasts much chunkier 
explosions, lasers, etc, as you work 
your way through over 120 rooms 
filled with total chaos. Just in case 
you're not familiar with the game 
(well, | suppose it was a while ago) 
and are wondering just why you'd 
want to ‘work your way through 
over 120 rooms filled with chaos’, I'll 
tell you. 

You play a courier who's just trav- 








elled from Finland to Singapore with 


- an important package that must be 


hand delivered. Landing on the 80th 
floor of Genog Biolabs, you notice 
that no-one has come to meet you - 
strange. Even stranger is the way 
that the main doors slam locked 
behind you, trapping you in the 
building, and the automated secu- 
rity systems try to kill you. 

Finding a hiding receptionist, you 
discover that the biolab’s genetical- 
ly-mutated experiments have turned 
against them, and what's worse is 
that they're the latest generations of 
Neogen organisms - extremely 
advanced forms of artificial life 
equipped with sophisticated neuro- 
holographic camouflaging. Blimey! 
You realise that there is only one 
course of action - you must take 
your package to Genogq's head sci- 
entist in person, rescuing any staff 
along the way. What a guy. 

This all boils down to some 
superb isometric-3D puzzle/arcade 
fun where you must negotiate a 
number of traps and defence sys- 
tems as you work you way through 
the building. Staff rescued will help 
you in any way they can, supplying 
you with security codes and gener- 
al information, and, of course, you 
have a trusty laser pistol by your 
side. It actually looks quite a simple 
game, but once you get into it 
there’s no turning back. An excellent 
addition to the ever-growing library 
of CD32 software. 


OVERALL: 86% 


DIGGERS 
A1200 version; 
Millennium £34.99 





This was the first CD32 game we'd 
ever seen when it was reviewed in 
our September issue and, to be 
frank, it was a bit of a disappoint- 
ment. Given the machine's power 
we were expecting to be blown 
away by an incredible array of visu- 
al and sonic effects, but in honesty 
the game looked as though it 
could've been produced to the same 
degree on a standard Amiga. This is 
mind, | was interested to see just 
how much had been cut from the 
A1200 version. 

Well, much as we thought, there's 
really no difference to be spoken of 


‘as far as gameplay goes. The interac- 


tive manual is now just a good old 
paper booklet, the in-game tunes and 
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sound effects are the same as before 
but are no longer of a CD soundtrack 
quality (if you're really bothered by 
that sort of thing) and four of the lev- 
els from the CD version are missing, 
but other than that the game is 
remarkably true to. its ‘father’. It also 
plays a lot more nicely by mouse, but 
then you had the option to do this 
with the CD version but didn't 
because you wanted to get your 
money's worth out of your new toy. 

The game takes place on the 
412th day of the year on the planet 
Zarg, when the annual month of 
frantic mining for profitable gems 
can begin. You must select a race of 


diggers and, using only their skills 
and any equipment you can afford, 
must compete against another race 
of diggers to mine a selected area 
for all it's worth. The ultimate aim 
is to mine-out the whole planet, thus 
winning the game. 

Diggers works much better as an 
A1200 game as there are none of the 
high expectations you might have 
when plopping a crisp CD into your 
new machine. The loading delay is 
about the same and the disk swap- 
ping is well controlled, making it 
hardly noticable. | agree with all of 
Dave's original comments as far as 
the pace of the game is concerned, 
but if you're the sort of person who 
enjoys games of the ‘set things in 
motion and sit back’ nature, then | 
oun recommend this. 
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¢ The first game EVER to make full use of ray-tracing on the Amiga. 
« Dozens of action-packed levels. 

erie orime toll 

¢« Two spectacular parallax scrolling missions. 

¢ Mind-blowing sound effects. 

*« 6-channel stereo sound. 
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The ACTION will blow your mind! 
The VISUALS will blow your mind! 
Oi C(O OM eM Cem celta rebe teh 
STARDUST - & 16.99 - OUT NOW! 


CMe Mite MSL ces mee ede tLe 7 
ET iter your local itr Nts tea | ee RL ee ee eek LL ele 


Or, order from: 
BLOODHOUSE HOTLINE 


081 467 0267 


OTe ecient itt ae 
Hloodhouse UK Ltd., 

FREEPOST M3 1870, Chislehurst, Kent BRY 6LH. 
No stamp needed if posted within the UK. 


DISTRIBUTOR: Daze Marketing Ltd. 


Tel. 071 328 2762 bloodhouse 
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MEGADRIVE 2 
DEALS 


ALL GENUINE UK VERSIONS 





MEGADRIVE 2 WITH SONIC 2 
& TWO SEGA JOYPADS 


7 


MEGADARIVE 2 AS ABOVE 
COMPLETE WITH 
SONY 14° FST KV¥M1400 
“OLOUR TV/MONITOR 

) SCART LEAD. 
MEGA CD 2? WITH ROAD 
AVENGER |REQUIRES MEGADAVE 1 
OF 2) 


MEGADARIVE 2 AS ABOVE PLUS 
MEGA CD 2 AS ABOVE. 


MEGADRIVE 2 45 ABOVE PLUS 
MEGA CD 2 AS ABOVE 
COMPLETE WITH SONY 14° FST 
KVM1400 COLOUR TV/MONITOR AND 
SCART LEAD. 


MEGADRIVE GAMES 
20%-50% OFF RRP 

ACCLAIM WORLD 

CUP BOCCER 6 nnn 9.98.34. 

LAD oc scceeeensen eA. BLS 
MD cssccraprectesresresrenreneenr AD. LAS 


ALUE : 
BPGH AVAL cic cece DE Be, Oe 

AGTERIE - + 40.07.. 79 
BILL WALSH COLLEGE (US) FOOTBALL | 
EA FOUR PLAYER GAME) .. 

OMANZA BROTHEAS....... 18.8 nae 
BUBSY BOBCAT... . M4 
CHUCK ROCK 2: soe BF GHucKad 6035.99 
CLIFFHANGER * LER tI DEL tie Te 


COOL SPOT... . . 349 
CORPORATION “30, o. B49 
DAVIS CLP TENNIE 44 .. 35 oo 
BESEAT STRIKE... _ 30. 304g 
COAPBLE CLUTCH |... rere SMe. 314d 
paAcu Lé... SIRELBIES TEE oe A M4 
DAAGON 5 FURY corer rees oO Be ool 
EA SPOATE & 


{EA FOUR PLAYER — 44.05 .. 349 


Ecco LFHIN} . 0888 .. Ld 
EWVAG: LUB FOOTBALL ......39.99...30.49 
Fid STRIKE EAGLE ......... 44.08 3549 
FANTASTIC DEEZDY « ovree dO D ..31AD 
Cr ee eee 
FATAL sae areateareae EMER oro FD 
FLASHBACK ccccnenenenen dle, he 
FUNTSTONES... testa ee le 
POOTBALL + oS 
FORMULA ONE RACING ......49.05.. 35.99 
GAWATLET 4+ vectes ieee 0G, 
GENERAL CHAOS — 
BEA POUR PAYER GAME) ...44.i%,. 35 99 
WLS A GSTS tren hl Oe. LA 
GOLDEN AME . eee is ee 
GUNSTAR HEROES: einai Me 
HARDBALL peeve tense es LO 
HOME ALONE 3” erence SD. 
HOOK... ctren: inmate oe. oe 
ADIANA JONES 3 cventeasnane a: 14 
JAMES PON oe 
JEHE MONTANA'S (sPoRrSTALK) 
U.S. FOOTBALL F . 1 ae 


JOHA MADCENM ANC 
BA OE HOEY occ ctetee rs DE TA 


JUNGLE STAIRE........c0 cc de oe 
WUAAGGEC PAAR qo. "a0, OS ...7 99) 
LAMDSTALKER® .....,.......50 08.07 oo 
LAST ACTION HERO® ........44.08..o 
LEMMINGS . serene SOD OL 
Serr. EMPORCERS. 

Gora LAT AP sos ee veers Bl IR. Soh 

ATT AK PPEA ......J0.08,. 0.49 

A GAMES | 
(wom. CUP ITALIA ‘a, 

UMN. SUPER HANG ONS O8 3099 
MEGA-LO-MANIA _.....0.0.0.44,08,. 09 
HICKEY 40 DONALD .........09.08,, 24g 
HICAO MACHINES... 48 24g 
WIG 20 FIGHTER PILOT ect ee 
ee eet leer ea a? 40.00.4249 
ees as —— 44.00 .. 3649 

39.00 2249 

TTP ANT = TICE a ee 
Pon GOLF 2 testearrerrereer ES oO Ae 
PINK PANTHER + 44.08 .. oe 

Wises sett misses 28.90 ...31 
POMP LIL Dn, eter meee 44.00 |. .35.5% 
os * uncnem rat = 44, 00 , ee 
REVENGE OF SHINOBI.,.....,. 198,17 45 
POON FUNGIN 2c cece ERE, OO 
ROBOCOD JAMES POND 2) 39.98...3049 
ROBOCOP V5 TERMINATOR 44.99 36.45 


ROCKET KNIGHT ADVENTURES. 9835.49 

JENNA SUPE BOHAGO 1 SD .. 30S 

SENSIBLE SOC 44.96. 

SHADOW OF THE BEAST 20.09.08 ...00,48 

SHIRCHE 2 

THE APJ ae sjacnass 44.596 ...95/78 
A 


isi 
3 


SHARE RATTLE AND ALL + 44.99... 6.49 
5OMET 2: 8. 0S 
SOMBC SPINBALL = siccetiets 30 
ne Ei srensesincn ee ee 
SPIDERMAN ..—....-. 190... 1778 
STREETFIGHTER 2- 

CHAMPIONHIF EDITION = § ...39.90 .. 47 ie 


STREETS OF AGE i cctee De at ae 
als Ly oF ee a: temanats peer 98... .05.49 


TRUER oeecsettecscisous 408 Be 
SUMBET RIDERS |... 29.99 ...30.05 
SUPER BASEBALL 2020% ...44.90.. 36.45 
SUPER RICK aT sdieereambaed is ~ doe 


SUPER OFF ROAD RACER .. - 20.49 
SWORD OF VERMILLION... "000. aT Ae 
TALS Ra AL, vere Ee Pe 
TECHNO CLASH ooo dM.BB 0808 
TECMO CUP SOCCER ......... 29.58... ag 


TEENAGE MUTANT MEAG TURTLES - 
TOURNAMENT FIGHTERS + 49.00. .81 53 


( 39.00 ,27 4% 
THUNDERPOACE €or eee ee 
TOE JM AO a. 188. 20S 
TURBO OUTRUN voor ED 
ULTIMATE SOCCER ............44.99.. 95.99 





The | altings, Saw 


VISION AY 
ee COUT) = ........44.00 08.05 
MBLEDOAM TENHHIE ........ 44.99 _..95.08 
WINTER CLAMIES ,, 9... 1D 
WINTER OLYMPICS =... A 98...0008 
f° Ler FLL PSE SEES BIwae ee ee 
wort CUP ITALIA Bo,. oo SS. UT 
WHESTLE WGA) ..u....c..c.: at me 
War ROYAL RUMBLE. ..... 45 94) 4 oe 


WF WRESTLEMANIA ........ 74 ...22 
X-WE Rd IRAP DIETS SLES 794 tee 

YOUNG INDY « 

INSTRUMENTS OF CHAOS ..44.99_..95.98 

ZERC WHO ......... 1999... 17.40 

ZOMBNES © oo pecsecreerenre-ne SD ..9200 

ELEC ee 4 8.80 


ZOOL © sees 
UP TO 25% OFF R RRP 
* BATMAN RETURNE . a S.J 
BLACK H@LE ASSAULT . ise 94 29.88 
GHUCK AGCE .........—....... 4A _. 685 
CHUCK ACK 2: SON OF CHUCK4A4 9996.45 
COBRA eee ae. 
BAACULA.. a 
UAE = seen ih... 3880 
POCO THE DOLPHIN = ........d99...96.40 
FINAL PRAT cctcctesiesies ele, 028 
HOE. . ill, 68 
JAGUAR ME eves 8 
LETHAL ENFORCERS 
LIGHT GUA)? ._...........94_..45.99 
WIDEG: INZS.. eS 3595 
MUSIC VIDEO : KRISS KRCES44.90 36.40 
WIGHT TRAP (@ CDS) 
RATED 16 YEARS OF OVER 48.99,,,29.40 
PRINCE OF PERGAA ..........080..4.48 
R060 AVERRGER ............. SS... ee 


SEGA CLASSICE 
(GOLOEN AME, REVENGE OF SHINO BI, 
STREETS OF RAGE. SUPER 


MONACO GP. ee +95. 9902 40 


SEWER SHARE. ........20osseree 4.99 _..45.85 
SHERLOCK HOLMES. ......... 44.99 ...36,40 
SHEALOCK HOLMES ?,....... 44.99... 38.480 


SILPHERD = eT a 6,66 
po ne Da age KINGPIN «.. 24.99 36.88 
TERMINATOA® .....-........ -- 4499 968 
THUNDERHAWE .. - =r lel 99 6G 
TUM GAL ee rnrcreee ee OBS 
WOLF CHILD ......... ol, 


GAME GEAR 
DEALS 


GENUINE UK VERSION 





GAME GEAR WITH 


COLUMNS GAME 
ee MAINS: APT 


GAME GEAR WITH FOUR 
GAMES (#0 MAINS ADAPTOR) 
VOLLEY & SMASH, KICK & 
BLOCK, DRIVING & COLUMNS 


GAMES. 

ALIEN SYNDROME. s1mta ; 
ASTERIX 2. THE SECRET MISSION 24.49 
BATTLETOADS .... Wt ee ete ees 21.48 
C2. - ELEPHANT FUGITIVE ...-..-..-.. 23.49 
CHUCK ROCK 2: SO OF CHUCK ee 
COLLMA 5 ital ! tot Imai 1 t ul 4.40 
COOL SFOT .. (uta 
CRYSTAL WARRIORS ......... sicaaneueeas 17.38 
DESEAT STRIME  .. i. entrees 24.45 


POUELE DAA CASH TE PE ls 
Ecoo THE (OLEH IA PERDUE PPE ae 


FANTASTIC DIZZY .. tote ele 
FORMULA ONE FACIIG ..000.0.......2508 
GALAGA . 538 


GLOBAL GLADIATORS (Mic 4 MAC) 25.40 
(HDLANA POMBE Dooce ssi erererael ell 


MUGLE BOOK 2.0. 2agg 
JURASSIC PARR : 26.48 
LEANER BHAA 2. testis este sreneee 20.45 
LEMIMIMCES .,...-... = 24.45 
7 MOUSE 2 25,40 
HIN CAIDEH ... e -t7.40 
Pk TCM CHP wettest terre ree 
Sica Pala caer corer yall aol 
PRINCE OF Pt tae 
ROAD RUNNER (WILE E EOvOTE) hae 
ROCCO MINA TOR dae 
SENNA SUPER MOMMCO oo. ee 
GHIRGOBIZ .... rete ay 
@ONIC THE HEISGEMOG oo... 22.99 
om oe 23.49 
SONIC CHAOS .................-....... 24.49 
SPiOERMAH ..... pe renee je =r pas 23.49 
STAR WAAS ..... tres perree eo 
STREETS OF RAGE 2 eee 
STRI Gi 2 IDEIDSIIBE TPRtieae fol aaa 25.46 
SUPER KIGK OFF ., er 1) all 
SUPER MONACO GP uoccscucicums 18.49 
SUPER OFF ROAD AACER....._..-..-.. 1.49 
SUPER SPACE INVADERS .....-..-..-.. 1.49 


TAZMAMIA ad 
TENGEN WORLD cilP SOCCER grote 
TERMATOR .. ‘ ively 
To ANG JERRY fees bast saat 

LILTMMATE GOCCER .. 
bo eo TEMMES. 








Vie onty supply official WK products. Official 
suppers cf all Mading brands. We sell gamos 


and peripherals all at amazing prices tor 


Meqadive, Masia Syahen, Gare Gear, Super 
NES, Gameboy, NES Lynx, Amiga. Atari ST. 


PC CO BOM and doolo wilac. 
Special ee Club eworth, Herts 


Chelsmford, leon 
Open 10am til pm 
seven days a week. 


SUPER NES 
DEALS 


ALL GENUINE UK VERSIONS 





SUPER NES WITH STARWING 
& ONE NINTENDO JOYPAD 


SUPER NES WITH 
MARIO ALL STARS 
& ONE NINTENDO JOYPAD 


SUPER NES 45 ABOVE WITH 
STARWING OF MARIO ALL 
STARS COMPLETE WITH SONY 14° 
FST KVM1400 COLOUR TV/MONITOR 
AND SCART LEAD. 


SUPER NES WITH 
STREETFIGHTER TURBO 
& ONE NINTENDO JOYPAD 


t 


SUPER NES WITH 
STREETFIGHTER TURBO AS 
ABOVE COMPLETE WITH SONY 14° 
FST KVM1400 COLOUR TV/MONITOR 
AND SCART LEAD. 


SUPER NES GAMES 


ADOAMES FAMILY ............4888.. 374g 
ADOAMS FAMILY? _.W........44.58.. 2 96 
ADVENTURES OF 
’ N= i 4. 
ALMEH 3 .... 46 eF ,, +o 
AMAZING TERMS 
(DAVID ersten a. 
MRTEAIM ssisiiccscreriicsicarea 44. 
BATMAN AETURMS ...........45.96..00.49 
BATTLETOADS IM 
BATTLEMAMIACS © cece DP, dhe 
BUBSY BOBCAT......0.0.0.....080F hae 


CAL AiPREN BAGRETEALL © 40.05... 99) 
CAPTAIN AMERICA ¢_..0.2.,.. 4G. deh eg) 
CHAMPIONSHIP POOL 4S 
CHW AQ * on errerer s+ GE. 


CLIFFHANGER ® oot: A28,. 
DESEAT STAIBE |... Oe, 
DRACULA oie 
EQUIMIM: .... < 56.09 .. 70.99 
ERPLAMFST HIEAT ...ccccscessesioee 4453... 3.99 
PSP tees cesiee: reir 09 3S .. 3 oe 
PInaT SAMURAI + ee A oe | 
FOOTBALL #0) .cttctcererer es MGS, 
GAME TRIP = crrerrerres es Al Re. 
HOOK = 48 e., 
INCREDIBLE CRASH OUMAMIES « a... 
JIMMY CONNORS PAG 
TENAIS TOUR . seater 
JOHN MADOEN } 3. ee 
JAAS oe B ene Se 
KE va KEEGAN | PLAYER 
MANAGER © co cctcienenere AGE. 
KAUSTY'S FUN HOUSE 4499, 3749 
LAUGH +. neeeeima versie os: LT 
LAMBORGHINI + erates 44.55.3749 
LAST ACTION HERO _....... 400. eae) 
LIE RMBAING erences ae AT AD 
MAJOA TITLE GOLF 2... a Es 
MARIO ALL STARS ............4608 41.49 
MARIO (8 MISSING = 48S lh 
MARIO PAINT were MOUSE 55.30.4999 
MECHW sa AiR rerrereee LE, AS 


MEGALOMAMMA © ocr AGE, AE 
MORTAL KOMBAT .. sou ME 
NBA ALL STAR CHALLENGE 49.98 41.99 
HFL G“UAATERBACK CLLR + 90.08 ...51.94 


ALPS “O39 ICE HOCKEY ......44.95.. 35.49 
HICEL MAM EL LS 

WOLD Se 38-28 .. 3349 
COUT La * ssemtemtema 408 
PEBBLE BEACH GOLF .........49.00..41.40 


PGE TOWA GOOLE aiicieinen 40, A) 
PIERRE LE ee ore Ae ao 


PILOT WIGS . Ge. a 
PINK PANTHER «.. coo ME, ll 
PLO ape te seis 46.08 ...33.99 
PRINCE OF PERSIA ............ 40.08 01 49 
REN AND STIMPY #........ 44.08... 75.5 
AOAC BRUNA ..om.... a+ AG 
SENSIBLE SOCCER «........... 49.99 ...35. 56 
i 


STARING. sccscrsessemrenreneess 
STREETFIGMTER 2 occcteccocccs 
STREETFIGHTER TURBO = ... 


SUPER CASTLEVANIA ee 
SUPER GHOULS & GHOSTS : 
SUPER GOAL oo. cin ec ccseeee 
SUPER KICK OFF ....._.._..-... 
SUPER MARIG KART. 

SUPER MARIO WORLD... 
SUPER Tn 
SUPER PUTTY .. 


Sos fCScocoessossss esse 


EGPEMBENHH ESE NBER ESE SE 


Su 

SUPER STAR WARS aaiiea rei 
SUPER STRIKE EAGLE.._..... 
SUPER TENMES 


SUPER WWF 
WES TLEMAMMA,......, 0... 
TERMINATOR 2 - ae 
THE ARCADE GAME « ll. 88 498 
TINY TOOM ADVENTURES - 
BUSTER BUSTS — Meee 
WLTASMAN . = 0 8. Be 
VEGAS STAKES . ipsit Cone 
WARPSPEED .......-.....-..-.- 09.928 
WING CO MALUNDE FL 
SECRET MESSIONS = 0... 80... da 08 
WORLD LEAGUE 
BASHETBALL 4... .cicccciciei ; 
WWF ROYAL AUMBLE . 
YOSHI'S SAFARI 
te (aco PE GAME) ® 00. rerrenee 
LBA 3 - LINK 
TO THE PAST . 2 tenn 
POMBE ese 


SaeGRSSSSSSESSSEREEESSE 





GAMEBOY 
DEALS 


ALL GENUINE UK VERSIONS 





GAMEBOY WITH NO EXTRAS. 
FREE KONIX GB HOLSTER. 


GAMEBOY WITH STEREO 
HEADPHONES, BATTERIES, 
TWO PLAYER LEAD AND 
TETRIS. | 

FREE KONIX GB HOLSTER. 


GAMEBOY ae 


ALFARO CHICKEN... 





ASTEAIE ouigieineliie 
ASTEROIDS .. Sti RGIDELPPImGinie Iman mt 
BATMAN = 
THE AERATED) BETEES * ee 
BATTLESHIP ©, cn csecee cee seer ere ed 
BATTLETOADS IM 
RAGNAROK ’S WORLD © occ. 
BILL 4HO TED'S 
EXCELLENT AOVEMTURE ere ir 
CASTLEVANIA 2 se ee ae aaa 14.95 
DARKWING — LIMP RPLIBIIT Ieee renee 
OPAL nn ies ets ee cr 
EMP UE STAKES BACK rg P| 
FS STR EAGLE ei os as tg 
FIDGETTS * Tints ates t t CP eee ao 
FIRE FRGATER ® cicciss =e 
FLINTSTONES... ver 40 
FORMULA f AACE 
FOUR PLATTER er ae 
ARAFIELD é ........... 11 voll BO 
GEAR WORKG« wc cone BO 
AWUOK MECKLAUS GOLF -.............. 21.48 
AURASSIC P a ee 24.45 
KID BAPRARS wiser: 40 
KRUSTYS FUN HOU : vo 1840 
LAST ACTION HEAR = ., rik vor 00 
LAWAMOWER MAH « ao 
LEMMINGS. .._.... coe 
LETHAL WEAPOH = oie Be 
MLARIBE MADHEES ......c.ccicccicis 20.49 
MERE TS PUTPLE« ......-..-..-.-.... 23.99 
MORTAL ROMBAT = .................-......28.98 
MYSTIC QUEST + vor 4D 
NIGEL MAHSELLS ‘WORLD 
PHAMPIOAMSHIP & ., a. es esi eee ees inss 22.49 
PINBALL DREAMS... eee 
PPPS ccc cect corny reenter espe sree en eee BO 
RiTYPE . a 
REM AMD STIMPY « sere ee 
FOAO AASH * .. ieee ere 
SPEEDY OONZALES = Peis ons crv ears oa 
STAR TRE ..... eee ae 
STAR WEAS eg 
SUP PR JAMES POND « .. foo 
SUPER eae LAND 2 26.45 
SUPER RC PAO-AM ......... 1. 
TEHNES joes IIIS » 19.45 
TERMIMATOA 2 14,08 
TERMIMATOR 2 ; 
THE ACADE Gia eee vor ao 
THE SIMPSONS : 
ITCHY AND SCAATCHY =........; cis a ead 20.98 


TINY TOCA ADVENTURES - 
MONTANA'S MOVIE MADHESS = _.... 21.99 
TOM AND a: 4% sonic ims 


TURRIGAN iicttcctcctcascnrecr etree er 1 
TURTLES z . 1. sieatrairrar lle 
WAVERSAL EAULOWER oo. ossessnss =: 12.88 
WP SUPERSTARS = . a 
Ww WRESTLMG 3: 


ZELDA > LIMES AWAKENING © .........22.40 
ZEN - INTERGALACTH: NIRA 


MANGA 
VIDEOS 


WE ONLY ACCEPT POSTEDFAXED 

ORDERS FOR VIDEOS WITH AN 18 

CEATIFICATE. PLEASE WRITE | AM 
OVER 18 ON YOUR GOADER. 


a3: EVES “on 
AKIRA (AATED 1 ciooerrenrs Mae 
AKIRA GOUBLE pack [RATED TH) ...17 8 
CANTHG Wi PART 1 


aka ama oe PART 2 (RAT srresre OD 
TED 18)" : 


{ATED 16) « esessesense ADO 
CAYIMG FREEMAN PART 2 
{AATED 18) = . +: Ae 
DOMIMICeY TANK POLICE 1 AND 2 
|RATED 16) . wos AOS 
DOMINION TANK POLICE 3 AND 4 
(RATED 15) . oe aaiiietennpe ne 
OME D MEGALOPOLIS: ; 
ABATED 15}........-..... sossearecren oe 
i MEGALOPOLIS 2 — 

(RATED 1}... eT 
TOF THE NORTH STAR . 
aia VE} . roan Tee 

HEROIC LEGEND OF ‘ARISLAN 1 
(RATED FO) .- ws TELS 
HEROIC LEGEND OF ARISLAN 2 
(PATI) BG eet | 
JUDGE (FATE 15) = srarententsess fl 


LENEMAN (RATED PG) tata renrereeees |e 
Ci (RATED Pts = 


A.G. VEDA (RATED 12349 
- THE (OH MAH 
-RAATED iflt _.......—... i2.oe 
FETSUO 2 - BOOY HAMM 
LIVE ACTION - ATED 1a}* ......... 4255 
UO DOLE PACK 


(UVE ACTION - RATED 18 7. 
THE ULTIMATE TEACHER (RATED 18): i 
LAOTSLUEIDO 


l= 
LEGEND GF THE _— [RATED 1h) 12) 


UACTSUREO 2 

LEGEND OF THE DEMON 
WOMB (FATED 18) 1s 
VM IA HUNTER D ATED 15). paee 1 
VENUS Wares (RATE oe 12 
WICKED CITY (RATED 18) -,, ae 
W THIS 
ONLY 
WITH SPECIAL 
| RESERVE'S 
FREE TO ENTER 
COMPETITIONS! 


Special Retere members can hase all thit.. can YOU? 
READ ‘NRG’ Regular Club Magazine 
~" CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
SAVE with our Special Deals 
-® SAVE more with our X$ Coupons 
WIN up to £60,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 
There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204 


As a member of Special Aaserve you'll receive regular esues ot 
NAG magazine. NAG is our 48 page colour club magazine sent bi- 
monthly onhy to Special Reserve members. WAG contains: 
1. The best selechon of games, penpherals and hardware for all 
popular formais. We are official Sia, Nintenda and Sony siockieis. 
Reviews in colour and latest information on mew products 
Chars and Release Schedule, to help you choose and plan 
The berst prices. Just one purchase wil save you your joining fee 
Hundreds of Special Offers. Top games al pnoes you won'l believe 
XS Super Savers. Money-off coupons worth over £180 a year 
FREE-to-enter BIG TARGET COMPETITIONS. With currently 
up to £10,000 warth of prizes in every issue of NAG 

That's why over 170,000 people have joined Special 

Reserve, the biggest games club in the World! 


=] Oh ON de Go PO 


Gam to Spm Monday to Saturday, item to ape Sunday 
OirdenGonfinnaiory Recep eel for enaary arcder 


You can also Fax your order to us on: 0279 f26842 


Wa pride oursahas on our ater-saled aervice. (16 Cuslomer parwie Hines) 
Inevitably some games listed may nol yet be avaiadle. Please phone salad on 
(eTo BOA to check availability before ordenng. in the event of delay we issue 
refunds on neques! al any fine prior io despatch. Vie rmserve the mghl to change 
prices wihoul prior nottcaton. — 4 0.E 
Riegisiered CtHios: Inier-héediaies Lid, 2 South Black, The Maltings 
Sawbndgeeorth, Rens. CM271 SPG 
Club Shoes at Gawondgewarth (addres: above) ad al 

4) Brcayrd gle Rd, Cheimetord, Essex 


All prioes include VAT ard cariage to UK meairdand. Sae fase of ceder torn for 
cwerseas surcharges. We guppy hardware only to UK mainland addresses 


MEMBERSHIP FEES é MONTHS OME TEAR TWO TEARS 
TRIAL AMAIUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 


UK MEMBERS 4.00 7.00 14.00 


OVERSEAS EC MEMBERS 6.00 9.00 18.00 
OVERSEAS WORLD MEMBERS 7.00 LOO TOO 


SS ee aaa SSeS aS SS eee 


WE ONLY Si Pr, ¥ ’ MEMBERS BUT FOU CAN OAGER AS YOU JOIN 





4 THERE ARE NO SURCHARGES ON TELEPHONED OADEAS. (UK) 
IPLEASE PAINT IN BLOG CAPITELS 
i m GLUT 
y Meenree: = 
i 
Aciciraess aiake 
1 
| — 
1 
1 Si Postcode 
| 
1 Phere Klachone 
‘Enter rae rap number (if applicable) or ee | 
EW MEMBERSHIP FEE (ANNUAL UK 7,00 
: (term ST 
i 
Le 
| 
| (tem = 
item 





Card 
expery date 


| Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-sottware items please add 
25%. 


Signature__— 


| 
| 
| 
| Hardware items supplied to UK mainiand only. 
7 Overseas orders must be paid by credit card. 


SE La aa aa aa aa a a TS 

































ee, ee ee ie eas red ST.....AMIGA LORD OF THE AWS 2 De AWA... 10: 
fies AS OF AIO VERSION. sscemesssscamasassemcess ssscaliltAlccsssasas TO TAST TREASUFES CF WEOOCI TENT ONLY ot srstesmener sel A ae 
A TAA AS pe LOST Vins... vavanwaer veel cova AE 
A TRAIN CONSTRUCTION KIT A KE. LOTUS 3 THE ULTIMATE CHALLENGE Jb oe iF 
A 320 AIRBUS (USA)... a eee MAC BOF eee AA... iv 
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att Broughton would like to present 





| to you some of the finest re-released 
games known to man or, as we like to 


call ‘em, Replays! 


The Hit Squad 


Oo Oc 
ESF9 


There you are - a normal bloke with 
a normal name and a normal life. 
You've got two normal children who 
go to a normal school and do normal 
naughty things. All of a sudden some 
bloke with a hook for a hand crops 
up, tells you that you're actually 
Peter Pan, and sods off with your 
kids. Pah! 

Such is the story of Peter Banning 
- a hard-working married man with 
a long forgotten past. His problem is 
that now the past is coming back to 
haunt him, so Peter must travel to 
magical Never Land to rescue his 
children and recapture his lost youth 
along the way. Ah-ha, looks like a 
good opportunity for a point-'n'-click 
graphic adventure kinda game. 

Yes, Peter Pan's second adventure 
according to Steven Spielberg has 
been brought to the humble Amiga’s 
screen thanks to good old Ocean. 
And, no doubt because the film fea- 
tured pirates, the Mancunian film 
licence kings have turned it into a 
Monkey Island-style romp. You con- 
trol Peter as he tries to find his kid- 
dies, initially stuck in a pirate village 
trying desperately to get aboard 
Hook's pirate ship. You're not entire- 











ly alone in this once-familiar land as 
trusty Tinkerbell the fairy is back, and 
is more than willing to help out with 
occasional clues and hints. The game 
revolves around the usual ‘find the 
object and use it somewhere else’ 
puzzles and does so quite neatly. 
This Hit Squad budget offering 
has been well received and well 


played for some while now (if the ™ 


Game Surgery letters are anything to 
go by, at least), and at the bargain 
price of £10 it will no doubt pick up 
a few more fans. It's quite slick, 
although the problems aren't too 
taxing, but all the same it offers 
enough locations and graphical 
treats to keep most people happy. 
The control system breaks no new 
ground, but why fix something that 


| ain't broke? (As my fictional relative 
| used to say. Probably). If you enjoy a 


nice and easy adventure, have a 
hook, er, look. 


Monday . Sth August 1991 
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Buzz 
£9 QO 

Graham Taylor's Soccer Challenge 
has been a big winner for Krisalis, 
with incredible sales in this country 
alone, and now they've decided to 
make the game available to budget 
buyers. 

The game is proud to say that it's 
very realistic, meaning that you can't 
just decide to manage Arsenal from 
day one, but have to earn the privi- 
lege (?). You start as manager of a 


| Third Division team and have to 
) work your way up the leagues via 
| hard team training and a good eye 


for new players. 
You have full access to statistics 
covering all the leagues from the 


= Premier League right down to the 


GM league (you can be relegated, 


z you know). The options open to you 


are about as comprehensive as you 


‘ could ever hope for, with statistics 
m coming out the game's ears and 


al . more names than a Bumper Book Of 


| Big Boys’ Names. 


The flow of the game is controlled 


é “ | from the main diary where training 
|) and friendly matches can be sched- 
Se uled. When the calendar meets a fix- 
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ture date you can choose to view any 
match on the go and pick your team 
player-by-player before kick-off. The 
games are shown using an overhead 
viewed, with you acting as a specta- 
tor. The only control you have at this 
point is being able to make substi- 
tutions, as well as speed up the pace 
of play. lf you'd rather not watch 
(and, if you’re performing badly, 
that’s likely to be a wise decision), 
you can opt to receive results only. 

In comparison to the recent offer- 
ing Premier Manager 2, GTSC is just 
as comprehensive but not as friend- 
ly. By this | mean that you play in 
silence throughout the game apart 
from some crowd noise during the 
matches, and you spend a large pro- 
portion of the game looking at text 
screens. GTSC is probably best suit- 
ed to the true footy sim fans, and in 
honesty | didn’t find it as much fun 
to play as PM2. But then fans of this 
sort of game probably aren’t look- 
ing for out-and-out fun. 
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I've never really understood the 
appeal of the Dizzy games. Why any- 
one gets enjoyment out of such lin- 
ear puzzles is beyond me. Let me 
give you an example of the sort of 
‘brain teasers’ you can expect: You 
meet someone who's hungry. You 
find a screwdriver. You meet some- 
one who needs a screwdriver. You 
give them the screwdriver. They give 
you a cake. You give the cake to the 
one that was hungry. They give you 
an umbrella... and so on... and on... 
and on... 

Laughs galore as I'm sure you can 
imagine. Still, it's only a tenner, and 
obviously lots of people do enjoy 
this sort of thing so I'll try to be a bit 
more positive. Here goes. 

Dizzy does have a certain simple 
charm, and the cute tunes and 
sound effects jolly you along as you 
bounce your way across the many 
locations collecting things and chat- 
ting to characters. There are no 


oe 


FORMULA ONE CHALLENGE v4 









PLEASE MARE OHEQUE/POSTAL ORDER PAYABLE TO :- 5.REMNOCKS. 
DEPT THO, 1, Cherrington Drive, Great Wyrley, Walsall, SNE 
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arcade qualities to speak of, with the 
most demanding play being some of 


the jumps required to get across the 


occasional platforms. Most of the 
time, however, you're just wander- 
ing around looking for new items 
and characters to interact with. 

The presentation is very slick and 
everything runs at an okay pace [if 
you don't mind wandering endlessly 
backwards and forwards swapping 
cakes for umbrellas and such like) 
and, other than that, I'm hard 
pressed to comment further. It’s just 
more of the same, really. 
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“From the masters of RPG and strat- 
egy, Silmarils bring you a fantastic 
collection of three of their greatest 
games..." Well, that’s what they say. 
This litthe package is quite sensual 
actually, boasting as it does Ishar, 
Storm Master and Transarctica, all of 
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which were well received at full 
price. 

First up is Storm Master, a strate- 
gy game set on the twin islands of 
Eolia and Shakaania, where the 
winds are the masters of natural har- 
mony (snigger!) and dynasties from 
both islands have been fighting mer- 
cilessly for so long that they've for- 
gotten why they're doing it. Now 
you've been appointed as Grand 
Magister Of Eolia with the task of 
looting and destroying the enemy's 
seven cities, resulting in the fall of 
Sharkaania. 

You must manage your lands and 
people by careful manipulation of 
taxes, while cautious trading helps to 
finance your ultimate goal. You can 
call upon any of the seven counsel- 
lors at any time and make use of 
their specific talents and areas of 
expertise in order to develop 
weapons, launch attacks on the 
enemy and so on. Although combat 
is dealt with as a sort of 3D shoot- 
‘em-up sub-game, Storm Master is 
not a particularly action-packed 
game. Still, if you like atmospheric 
strategy there's plenty to be enjoyed 
here. 

Transarctica is another 
strategy/trading game which takes 
place in a future world suffering 
under a nuclear winter. Other than 
the woolly mammoth, the only form 
of transport is the steam train and, 
as a result, fuel has become the inter- 
national currency. As alone soul who 
believes that there’s a way to end the 
winter, you have to go up against 
the Viking Union, the monopolising 
train company which manages the 
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immense railway network, who like 
things just the way they are. 

Starting out in a small train you've 
stolen from the Union, you have to 
travel around the snow-bound 
world, trading in towns to raise cash 
to help beef up the size and strength 
of your train, searching out clues as 
to how to bring the sun back into 
people's livesall the time fending off 
the Viking Union's battletrains. 

This looks and feels very similar to 
Storm Master, but in honesty it's 
only about half the game the wind- 
sim is. Things can get a bit repetitive 
as you trundle along the rails buying 
and selling things and occasionally 
running into trouble. It's definitely 
the weakest game in the compila- 
tion. 

Ishar needs no real introduction as 
it's been featured in these pages sev- 
eral times over the last few months. 
It takes the standard Dungeon Mas- 
ter-style, first-person 3D RPG and 
spruces it up with tons of locations, 
piles of characters and some lovely 
graphics. As always, party in tow, 
you must venture across the lands in 
an attempt to overthrow the evil 
Krogh. Aiong the way you can expect 
to run into a fair number of bad guys 
in the form of goblins, orcs, lizard- 
men, wolves, etc. 

A very nice 'n’ friendly control sys- 
tem makes this very easy to get into 
and you should discover many many 
hours of entertaining play in this lit- 
tle gem. The best of the bunch by 
far. 
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ESPANA - THE GAMES 92 (IMB OT) 200) 


EURGFEAN CHAMPIONS. 
EUROPEAN CHAMPIONSHIPS 1292 
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OuGENERA TION 1.4 
ADBOGaD 1. 
EYE OF THE BEHOLDER | (18) 27. B45 
EVE OF THE BEHOLDER II (MEN 25.08 
F-16 COMBAT PILOT (NOTI 200) 7 BS 
F-10 STEALTH FIGHTER (1 MB NOTSOn) 13.95 
FUITA STEALTH FIGHTER (1ME) 2 O45 
Fi? CHALLENGE (1M) 10.95 
FACE OFF - CE HOCKEY 7.85 
FALCON 7.95 
FALCOM - COUNTERSTRIKE DATA Gtk r. 

FALCON - FREFIGHT DATA DISH 7.5 
FANTASTIC DGtry 22.65 
FANTASTIC WORLDS (COMP) (i071 200) 25.98 
FANTASY WORLD Dory ba 
FASCINATION 71.95 
FAST FOOD (MOT+| 498 
FATAL STAOKES 21.04 
PAL COUNTDOWN 4.95 
FIRST OVISION MANAGER (NOTEM) i 
PLASHBACE [1Ma) ae 
FLIGHT OF THE INTRUDER (NCIT + 7.65 
FUMBO'S QUEST MOT+| 795 
FOOTBALL DIRECTOR 2 [1M8) 7.55 
POOTRALL MAMAGHER 3 16.95 
FORMULA | GRAND PRIX (1B) 24.94 
G2 16.95 
GALACTIC WARRIOIA RATS 7.85 
GAUNTLET Ii i 
GEAR WORKS 15.75 
GLOBAL GLADIATORS [1 May 16.95 
GLOBOLULE 21.95 
GHOME ALCIME 195 
GOAL {1MB]) Em 
GOBLINS 2 (1 ME} 2195 


GRAHAM GOOCH WLO CLASS CRICKET (IMB) 21.95 


Please note 
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GRAHAM TAYLOR'S SOCCER (1MB] 7.08 


GULP 21.85 
GUABOAT 10,95 
GUNSHIP 2000 (IMB) 2. 5 
HANNA BARBARA'S ANIMATION WORKSHOP 35.99 
HARD DRI’ 2 7.05 
HARDEALL 7.05 
HARARIER ASSAULT [1 Wy 24.05 
HEAD COMER HEELS CR: 
HEROOUEST 7.35 
HEROOMWEST 2 18.98 
MILL STREET BLUES 7.a5 
HIRED GUS, 24.95 
HESTOAY LINE (1814-1078) (1M) 24.95 
Hoe 4.95 
HOOK FS 
HUGKLEBEARY HOUND 88 


HUMANS-Jurassic Lewels (Dale Diek) MOTIAM) 10.50 
HUMAANS-Jursaic Lowi (STAND ALONE) 21.65 
ike 6.58 
MAMA JONES & FATE ATL. [ACT] (ME) 18.95 
INCAMA JONES & FATE ATL (AY) MB) 27.05 


MOANA JONES & L. CRLISADE (ADV) 1295 
INMCOGENT UNTIL GALAGHT 24.95 
INTERNATIONAL 5 A SIDE a 
INTERNATIONAL GOLF 6.56 
SHAR 2 | 2195 
SHAR 7 (AMIGA 1 200) 2698 
SkMES. ROAD 6 6 
JOHN MADDEN'S FOOTBALL 18.95 
JUAASSIC PARK [MB] 18.95 
AJAASSIC PARK [Al 200) 2095 
KEYS OF MARAMOH 455 
Ke [ME] 22.95 
Ki Pit (NOTA 1H95 
KINGOOMS OF GERMANY 21.58 
KAIGHTMARE 12595 
KNIGHTS OF THE Say (1Mi8) 14.98 
KAUSTYS FUN HOUSE 22.95 
LEGENDS 21.96 
LEMMAS (ORIGINAL) 1895 
LEMMINGS 2 [1ME NOT? S00) 2158 
LEMMAIGS DATA DiS (XMAS LEVELS) 14.95 
LEMMINGS DOUBLE PACK 21.95 
LEMMINGS LEVELS (STAND ALONE) 12.95 
LETHAL WEAPON (1 MBS 9.90 
LIBERATION - CAPTIVE 2 22.56 
LINKS (HARD DISK) 13.95 
LIMKS - FIRESTONE 14.54 
LIOMHEART (14a) 2.95 
LIVERPOOL FOOTBALL 18.94 
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LOMBARD AAC HALL 
LOW oa 
LOST VIKINGS 27.58 
LOTUS ESPAIT TUABO CHALLENGE 7.95 
LOTUS ll - THE ULTIMATE CHALLENGE (IMB) 1895 
LOTUS TWABO CHALLENGE ff 7.05 
MAZEL STAOM 24.95 
MAGIC Boy 7885 
MAGICIANS CASTLE 21.95 
MANGHESTER UNITED - PREMIER LEAGUE 27.65 
AND MANSON 1O.95 
PAAR GS SSG [1 AE) 25.90 
MUALTADX MAR ALIDE RS 1.00 
MAIS BEACON 2 (GERMAN) 4,05 
MWS BEACON TEACHES TYPING Vid (Me) = 271.95 
MCDONALD LAND (E95 
MEAN 78 7.95 
MEAN ARENAS 16.95 
MEGA TWINS 7.55 
MEGA-LO-MAALA | FIRST SAMUAA) (NOTI2O) 22.95 
MERCENARY 3 14.95 
MICAD MACHINES 1a.75 
MICADPSOSE GOLF (iMEl| 24.95 
MORPH (1 MB NOTTS 7885 
MORPH (AMS 120 1h95 
MORTAL KOMBAT (1 MB 26.98 
MR MLZ (AMIGA 1200) 20.05 
NAPOLEOWCS 24.95 
AAS AR RACING 12.55 
NICE FALDOS CHAMPIONSHIP GOLF (iMEl 24 95 
hice Y 2 18.95 
NIGEL MARSELL'S WLO CHAMPIONSHIP (MB) 21,05 
MIGHT SHIFT 10.95 
NIPPON SAPES INC 21.05 
HOODS 8G ADVENTURE VETS 
HODD TS PLATTIME |1MeEl| VATS 
NORTH & SOUTH 5.06 
OMAR SHARIF'S BRIDGE [1MB] 24.08 
ONE STEP BEYOND 15.75 
OPERATION THUNDERBOLT 6 ob 
OUTLANDER 22.95 
OVERDRIVE (15) 78.85 
OVERKILL i412 1575 
PANG (HOTROO) £6 
PAKZA KICK ECOG Fos 
PEN PAL 36.05 
PERFECT GENERAL (1 MB 24.95 
PERFECT GENERAL - WiW2 DATA DISK (IMB) 1575 
PERIHELKIN 21.95 
PGA TOUR GOLF - COURSES DISK 12.66 
PGA TOUR GOLF PLUS 795 
PINBALL DREAMS. 1855 
PIMBALL FANTASIES (18) 21.95 
PINBALL MAGIC 7.55 
PRATES 70.95 
Pee 4 OME 7945 
PLATAUM OMPy 458 
PLAYDAYS TRTS 
POPEYE 2 £56 
POPEYE 3 7.95 
POP ULGUS 0 PLUS (f MEG] 20.56 
POPULOLES PROMESED LANDS 70.95 
POSTMAN PAT 656 
POSTMAN PAT 3 6.06 
PREMIER MANAGER 16.98 
PREMIER MANAGER TESS 
PREMIERE [iME MOT) 200) 22.96 
PRIME MOVER TTS 
PRINCE OF PERSIA 6.96 
PROECT & (1B 1.95 
PUGoS 71.56 
PUTTY (1 MiB) 1B.95 
QUATTAO AWER MACHINES (COMP) 656 
OANA, [7 ME} 6.965 
my A-TYPE | 6.96 
| . PBL BASSEBALL 2 (OTs) 6.38 
| AAGMAACK 95 
RAILROAD TYGOOM |1ME]) 24.56 
RAINBOW SLAMS 6.94 
AaAvE 25.99 
REACH FOR THE SKIES 22.96 
AiGe DANGEROUS | 6.96 
FIC DANGEROUS II 7.6 
ADAD RASH TAS 
AOR HOOD 1oe6 
ROBO S AEQUIEM 2145 
ROBO [Al ah 16.98 
ADGLAND 7.5 
ROOKIES HME 16.98 
AUBICOM 455 
ALGER COACH 6.35 
AYDEA GUP 16.95 
RYDER CUP (AMIGA 1200) 16.95 
SABRE TEAM - 41200 24 
SCAASBLE 20.4 
SECAET OF MONKEY ISLAND (1MB NOTSOD) BLS 
SECRET OF MONKEY ISLAND i (MB) rm 
SENSIBLE SOCCER 92/03 1o.38 
SHOE PEOPLE 7.45 
SHOT ‘EM LIP SONS TALICTION KIT Tis 
SHUTTLE [1M 22.4 
SILENT SERVICE Ii (18) re =) 
Si ANT 7 
Si CITY - ARCHITECTURE 1 (PLITURE) Ce) 
SIM CITY - ARCHITECTURE 7 [ANGCIENT) TF 0 
Sit CITY GELUME 5.4 
SIM CIV PORULGUS 71 
SM LIFE (1. SMEI MS 
SIM LIFE (AMIGA 120K) 74.38 
SIMON THE SORGCERER (MB) Fin a) 
Siow THE SORCERER (412i me 
SIMPSONS | BART VS THE WORLD 2 
SIR FRED 1.00 
SRIDMARKS (1 MB 16.75 
SLEEPWALKER (1MBi 71 
SLES 4. 
SMASH Ti 5 
S0CCEA iD 7 
SOCCER KD - A120 21 a8 
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jonse Mailorder “ver™ 
10am—10pm 7 days a Week ‘em=. 


No Credit card surcharges 
~ Always a person—Hever an answerphone! 








SOOTY & SWEEP 
SOOTYS PUN WITH NUMBERS 
SOUP THEK 

SPACE CRUSADE - DATA DISK 
SPACE HULK 

SPACE LEGENDS {1 ME} 
SPORTS MASTERS (COMP) 
STAR BLADE 

STAR LOAD (MBs 
STARDUST [1M] 

STOAM MASTER 

STREET FAGHTER (NOT+) 
STREET FIGHTER 2 (1 MBI 
STRIKE FLEET 

STRIKER (1 Mali 

STRIKER MANAGER 

STUNT GAR RACER (NOTBOD 
SUBURBAN COMMANDS? (+ FREE FILA 
SUPER FROG (MB) 

SUPER HEROES [COMP] 
SUPER LEAGUE MANAGER 
SUPER MONACO G.P. 

SUPER SPACE INVADERS 
SUPER TETRIS (1MB OTT 200) 
SUPERCARS li (MOT? 200) 
SuPEPRMEAC [1MEI 
SWITCHBLADE 

Saiy 

SYNDICATE (1MB) 

T.A.T. 2 (COMPS 

TEA SUPUMI 

TENNIS GU 2 
TERMINATOR 2 - ARCADE GAME 
TERMINATOR II 

TFx (AMIGA 1200) 

THE GREATEST (COMP) (1M) 
THE PATIRICIAN (1 MEI) 

THE PLAGUE 

THEATHE OF DEATH 
THINGS TO DO WITH WORDS (5-12) 
THOMAS FUN WITH WOODS 
THOMAS THE TANK ENGINE 
THOMAS THE TANK ENGINE 2 
TINY SHWEEKS 

TOR 

TOTAL CARNAGE 

TOYOTA CEUICA 

TAEASUBE ISLAND DaZz¥ 
TREASURES OF SAV. PFAON TIER (1M) 
TRIPLE ACTION PACK VOL4 
TRIPLE ACTION PAGK VOLS 
TANIAL PURSUIT 

TROLLS (Mey 

TROLLS (AMIGA 1200 
TURRICAM 

TWILIGHT 2000 

WALHALLA (MB) 

VWAQOOM - O4TA DISK 

WALKER [1 MEN 

WAR IM THE GULF |1MEi 
VOCS (1 ME 

WHALES VOYAGE 

WHITE SHAAKS 

WIGRID (1 ME} 

WACINIDER) DADS 


WOODS WORLD 
WORLD GLASS RUGHY 
WORLOS OF LEGEND 
Wil WRESTLEMANIA 
BOUT 

WO JOE 

ZAK MCKRACKEN 
ZOOL [Maj 

CHOU (AMMA, 1 8D 

EY COME 


Educational 


Cave MAZE 
Fea Cas eS 
LTH. CiRCA 
FICTWRE FRACTIONS 
ARASORMMG BITS TROLLS 
Ty THE Soe 
TE Pus 
ANSWER Baie JUROR Oe 17) 
AMEE Gace SERA Oe piel 
PREC ME TRESS. 
SSTEA 


(TALIA TUT GA 

MATHS ADWERNTURE 1a) 
SPAMIGH TUTDA 

MEGA MATHS Of LEVEL 

MCRD EMGLEGH BHC) 

CPD PREC TGIMMEMES 13S E | 


MCRD GERMAM meio See - Hiei 
MCRD MATHS 911 -G0S) 

MCRD SCmMCE BHoCae| 

MCRD SPARISH 

PRIMARY MATES COUMSE 5-12) 
PEAS WRT COU a 


BETTER MATES (E2-Eeti 

BETTER SPGULING (AGL T] 

AE TPS ft 

aT, MATHS al ii 

MAT HE: MAH (BE 12 

FORA HOD (LILLARD: 

SCARS (A DMRS TAS CAML] 

THE THRE PAE (4-17 

‘0K0 A THE LO 

WEZARD GF CL 

AIM ERAGLIGH [U1-Vtee 12-0) oe 13-18 ee 1-19 
AM FRERGH [11-1 por 2-19 oe 1-1 ae 1-15 
A SUA COUNTING 4-4 or 6-F 

A JU PA M4 oe 4-7] 

AO TS [11-1 ee 12-19 er 1 a 
PUM S2CHOM. 2 (UNDER 6 oe Bee or (VER 
PUM SCH. UNDER 8 oe 7 on ER 
PUM Sci. 5 LNDER 6 ge Be? oe Fe] 
FL SCHOL MATHE (7-17) 

PAINT AAD CREATE VER iS 

EPELL ASS FMA [7-17 





All prices include UK postage and VAT and are @ 
“amufucturers’ pete revieers. All orders 
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15.75 
24 
2.45 
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18.96 
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6.96 
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24.76 

oa 
40 

o.09 
48 

109 
6.28 
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16.90 


2.50 
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4.49 
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10.05 


18.05 
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10.86 
21.8 
105 
2458 
7105 

4.05 
18.05 
18.38 
18.05 
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4.08 
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5.2 
18.98 
10.65 
16.58 
14.85 
15,75 


a a a a 
28 2S 2S 2S ee ee ee 


RRRRRER 


a] 





3.5" Disks 


= i 


ry i cto _ 

Ge mi fo. 
oe P 
ae | 
| eee = T 
|| | uP] 
ae —_— 
aoe | 
Qty DSDD DSHD 
10 5.30 7.80 
20 10.35 15.35 
50 22.95 34.40 
100 39.95 61.90 
500 184.65 269.65 


Hardware 
ASO Expansion upgrade withiclock  O8Mb 27.945 
ASS) Expansion ugrade wiht Geck O5Mb 2495 


A5OOpia RAM upgrade iMb 86.8 
Abo) Expansion upgrade with check iMG 51.95 
Paria port actension cable fan 
Paraie printer cable (2>y A640 
Roboetilt (Auto mou oystice ewitch) Trs 
LF Seren Soeakers 7.946 
Hint Books 

PvE OF THE BEHOLDER Ae 
rye GF THE BEHeL bes 0 P| 
NCHA JOR. PATE ATL Ga oe 
IRTRAGLA, JORES & L CRUSADE jal) oa 
Livia 1 
AAMC! LAS ee 
SECRET OF MONKEY GLARD oo 
CHET OF MOREY GLAAD I) a 
Miscellaneous 

& Payer adeg ee 6 bi 
Head? Claarear (35° a75 
Mouse 1aL75 
Pacee Hipareal 2 
Mouse Mat 2.5 
CAAT cable 9.49 
Workstation for Si) & Sls 42.55 
Worketation tor fi) 734 
Workstaton tor 121K) 14 





Disk Boxes 

10 Siiempack Ge 
a) PTR 4% 
a Pe 5d) 
60 :. a 60 
AO 6—(Shackable 14a 
100 ba) 
120 ti are 
Oe BER: 10.5% 

Joysticks SEPT era 
60) 
niga Anak Agaplot 44 

jue any FC analogue joystick on fumegal 
Conpetitioen Pg S000) - Eales 13.75 
Fremehee! - Analogue 1.00 
Freereteee! - digital 27.00 
Marrerick 1 (O81 28") or 1h (or SBF] 1.75 
Megastar AF (54133) 22.00 
Marwigator AF VW. 
Python 1 (051 30F] Heh 
Python 1M (OS137F) B75 
Quickicy 1 Turbe [5V127) 1s 
Somadking AVF 1100 
Socedhing Analogue 113) 
Siler Probe 130 
The Bug flack of green| 13,50 
Topetar (W127) 21.50 


has supplied compirter 
bandwere and soffaoanre fo teres 
of frousanads of satisfied 
customers since | O87 
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BLUE ANGELS _ 


The Hit Squad 


This is, or rather could've been, an 
interesting variation on the usual 
flight sim. Rather than being com- 
bat- or purely flight-orientated, Blue 
Angels casts you as a member of the 
elite Flight Demonstration Squadron 
of the U.S. Navy. There are a number 
of things that you have to learn 
before you can fly an air show, and 
you'll find nowhere better to do that 
than sitting in front of your Amiga. 

In the game you fly an F/A-18 Hor- 
net and are called upon to perform 
manoeuvres ranging from the triv- 
ially simple to the mindbogglingly 
complex at the speed of sound (well, 
not quite but it sounds good) and at 
heights sometimes less that a hun- 
dred feet off the ground. And it 
doesn't stop there. You'll be expect- 
ed to do all this while staying in for- 
mation with your teammates just a 
few feet from your wingtips. Aijiiee!! 

An excellent list of options give 
you the chance to gradually work up 
from just watching manoeuvres as a 
spectator or practising in a simulator 
to practising for real. 

Once you get into the air shows 
(he says as if it was easy - which it's 


not) you're given a list of manoeu- 
vres that you'll be expected to exe- 
cute. Your on-board instruments give 
you advice and prompt you as you 
work your way through the set- 
pieces. If, during the display, you go 
horribly wrong the show will be 
stopped and everybody will point at 
you and laugh very loudly, so be 
warned. There are records to be bro- 
ken based upon a percentage of 


error and you can examine your 
flight and performance after any 


outing. 

Alhough well-designed and pro- 
grammed, the problem with Blue 
Angels is that it’s a very limited con- 
cept. To give it its dues, however, it 
is fairly original, and while | person- 
ally didn’t get too excited by it, it at 
least makes a change from the usual 
run-of-the-mill flight sims. 


WORLD CLASS 
RUGBY 


Audiogenic 


£14.99 


a iF 


Although nearly two years old now 


a slider bar appears and you need to 
time your press of the button to set 
your aim and power. 

There's a number of different 
views available including a choice of 
either 2D or 3D pitches as well as a 
‘blimp view’ which covers a larger 
area of the pitch but with an obvi- 


| ously smaller scale. Action replays 


can also be run and saved to disk 
should you perform something quite 


| amazing. 


I'm no rugby expert but all the 
correct rules appear to have been 
included and implemented, with 


1 fouls, penalties, grounding, etc, al! 
doing their thang at the appropriate 


moment. The pre-game option 


screen is comprehensive, allowing 
you to alter the individual details and 
skills of all the teams and players 
involved, as well as look at fixtures 
= and overall cup placements. From 
= here you can also opt to take part in 


the World Cup or Five Nations Cham- 


= pionship as well as participate in 
one-off friendlies. 


changing to a John Madden-like set 
moves selection screen whenever a 
line-out or scrum occurs. When a 
tackle occurs, all the forwards steam 
in for the ball and you have to wig- 
gle the joystick as fast as possible to 
gain possession - very realistic! 
Another change of control is when 
you kick off or try for a conversion; 


(it was originally released in time to — 


tie-in with the ‘91 World Cup) World 


Class Rugby still shapes up nicely 


even by today’s standards. It tries to 


do for rugby what Kick Off and its ilk | 


did for footy, and by and large it suc- 
ceeds. 

World Class Rugby employs sever- 
al control systems and styles during 
plat, but for the most part you con- 


trol the player nearest the ball, 


| really hated playing rugby at 
school and | can't recall ever having 
played a rugby computer game 
before this, but | really enjoyed this 
and found it very easy to take con- 
trol of. Recommended to all sports 
sim fans. 








Power up your A500 with the very best in Amiga peripherals. Give your computer a 
| new lease of life with a hard drive or accelerator plus hard drive from GVP. 


These powerful, award-winning products plug neatly into your A500 or A500P.ius, 
_ giving you more storage, and more speed. But the improvements don't stop there: 
4 in every area of Amiga operations these peripherals will enhance your A500. Both 
models can upgrade your Amiga’s RAM, making operations even faster. You can 
add a PC emulator (featured below, mu latting you run thousands of PC software 
en titles. Further hard drives, back-up systems and CD-ROM drives can also be 
oT] | added via the built-in SCSI interface. The list is endless, GVP's HD8+ and A530 
ah are the undisputed best Amiga peripherals available. 


= oer ma i lf you were thinking about upgrading to an A1200 or A4000, think again. Witha | 
ts GVP A530 Accelerator oe your A500 will be 14 times faster than anormal | 

ah | — A500, almost nine times 
a | faster than the mighty A4000 030 (see chart below). 


aster than an A1200 and over one and a half times 
AT NEW LOW PRICES! 


ON HARD DRIVES + \ 530 40mHz ACCELERATOR + 

\ ADS* RAM EXPANSION nw’ HARD DRIVE + RAM EXPANSION: 

——" A GVP HD8+ Hard Drive will have an immediate The GVP A530 is a unique combination of a Hard Drive, RAM 

effect on your Amiga. Where you used to constantly swap upgrade and an Accelerator. Inside is a full Motorola 68030€c 

| é disks, wait for files and programs to load and sit around processor running at 40MHz, making your AS5OO faster than you 

3 | waiting for disk accesses, you'll now be pushed to keep up thought possible - almost nine times faster than even an A1200. 

| PC EMULATOR with your Amiga. Hard drives are used for the same storage And, fitting a PGA maths co-processor (40MHz 68882, ref: PG 

| FOR USE WITH HD@+ or A530 purposes as floppy disks, but can hold a great deal | 1982, £129 inc var) can improve this still turther, with some oper- 
For extra power and flexibility information and access this data much more quickly. | | ations being 300 times faster than an ASOO. In addition you can add — 
you can also use GVP’s The A500 HD8+ (pictured above) provides the ultimate in hard | | UP to Mb of 32-bit RAM, which further enhances its performance. — 


_— expansion oe drive performance, it can also increase the memory of your | | FASTER THAN AN A1200 or A4000 030 ) 



































tea Amiga by up to &mp, support up to six SCSI devices and ; a ae etn sg Po eae Re aay 
Soar ume’ your "Reuus'Sog | | Provide PC compatible emulation via its custom expansion siot | | tha n1209 ‘or AsO00, This is possible because the ASSO uses B 
into a fully featured PC | | {mini Slot) see lef. pete ti | 40MHz 68030EC, whilst the A1200 used the slower 14.19MHz 
solefamic impos syrinbeslargg BL re re CHART __ __ | | 68020EC and the A4000-030 uses the 25mHz 68030EC processor. 
Be nofwene ities inciadna Me | dee | | | Features include: "| liked the A530 so much 
Windaws and MS-DOS 6. | -@ 40mn: 68030e0 Processor (the A1200 has ‘oan cnet 
® 80266 16MxHz processor | | a slower Wane G2Ueles proceseer) CUA ig) Octobe 
ite lcsocian’ : 1 if a | 4 © Up to Bue of 32-bit Memory, imp of 32-bit Fitted eo . GTM 
oe ree tt j 7 eee ee @ PLUS Same Features as HD8+ | eli 
* Compatible with MS-DOS | | , Py - Mini-slot for Future Expansions, see PC Emutator - far left ‘ 
version 42 OF later —— - _ { | J Cut Ott Switch for Game Compatibility 
* Windows 3.x compatible ) , FW ve: - Dedicated Power Supply and Fan Unlike Many Competitors 
® Includes 512K of FAST RAM “ACE ; - Factory Installed Hard Disk 
® Built-in video adaptor | | G¥P PERFORMANCE T fess ao awe 24 | ' | - High Speed DMA SCSI | 
emulates VGA/EGA (mono), =a emer) — ae Controller - Gan Handle rat MO 
and Hercules | DEDICATED POWER SUPPLY aE z ? Devices We crs, 10725 i cats oMaring Zain. 
® Socket f ional BO2B? PRICES FROM Ps | 
aioe — _SYS INFO CPU MIPS _ nee wie es 
® Hard drive compatible ". the undisputed fastest O7 BM | 
. Bog ea support ee drive available in | 
| of Parallel and Serial ports, in | | PREVIOUS 
| sound, realtime clock. Computer Mavt April "92 PRICE 
| CMOS RAM and extended “Without doub! ihé best hard — 


memory drive available forthe A500..." | 4 MEM |} BQO | 
! ss Amiga Format April'93 |7~ | INC VAT - HAR 06 , | INC VAT - HAR 0962 


Foi es fe om || Ce ee a 


DD wim F299 £399)| eee 
TPT asl " 2 PAE + | A000 ASO Peel REE | 
- ING VAT - EMU 0500 a JAT - HAR O88 £499 ING VAT - MAR ORG ASSO | O30 EBS | inc var. Han ones | LOSS IC WAT. HAR Cara 
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Before you decide whan to a buy your Amiga panprerals, we suggest ® £2 MILLION TURNOVER /jwith 60 staff): 

yOu Tank very carefully abdul WHERE you Duy them. Cormider whal We are solid_ reliable and profitable. 

it will be lite 4 lew months afer buying them, when you may require . . 

help and advice wit your new purchase. And, will tha company you BUSINESS + EDUCATION + GOVERNMENT: 
Ber from coniact you wih delade olf new products? A Silica Volume dttcounls ame available. 

Systems, we ensure that you will hawe motheng bo worry about. Wa 

hawe beer estadlished for aimoal 14 yaars, we are Anega specialists SHOWAOOMS: 

and are a Commodore approved dealer, With our unrivalled We have demonstration and training facilities al all our stores 
epee and eerios, we ican now clam fo meet our cusiomers: 

eee oe eel had —"* momen. Blut ae: FULL STOCK AANGE: 

i oun complete and return ihe coupen row Arraga ralabi ier, | 
for cut label FREE ilérsiure and begin to experence the “Silica ee —- are aatabhe from one Supper 
Se Wil be mailed fp ya wth spacial reduced price Amiga of 

COMMODORE APPROVED UPGRADES: welll DG Mailed 1 yOu, wiih Special reduced ANCE Ainge aiers, | MriMre‘MissMs: 2.0... Initiale: oo... SUNIL ceneererneees 
Official hard drive upgrades with WANG on-site warrandy as wall as details on all Amiga software and peripherats. 


FREE OVERNIGHT DELIVERY: @ PAYMENT: 


Keddies ta | Foal. Streat Southend-on- Sea, Essex, 557 1LA 
Opening Hours: Mendiey-Friday 8 Stam-5 30pm |E S.0tam-600pm) - Laie Night Thursday - | 


| Cooperman’ Pmrrnm (F Mags ssc scree esta rsipencenioraes ofa nanstiere Mibbyars consaeseis eyasnsansssorsppaensaransesastasd meseras 





We accept most mapor credit cands, cash, cheque or monthly 
__Onall hardware orders shipped inthe UK mainland torrie (APA SON" -walhin deaden on recent Aciciress: ......... | 
TECHNICAL SUPPORT HELPLINE: | ed 
A team of Amiga technical experts will be at your service Sit ICA } | | 
PRICE MATCH: | . | sibbsts cca dupas'sce hag inact hayes ie earache AMM SS 
chew, | SYSTEMS IR 
ESTABLISHED 14 YEARS: : | Tal (Home) smi intangible ndras thd a adel eae UES nics csptaschan canerasa ceibte'lls ta ynsaes ddiruetess | 
8 have a proven track record in prodessional compuler sales a 
oe SS Which computers), if any, do you own’ ome icrstarsoiaessontiniorreisrarasterssinanraranirsrectem TEMA 


FAVCHE - Schema! ord aed) ace aor Ture Chae ee Pius riiur the coupe bor ira les! olor ion 





best in PC 


in-depth, 


we i we fe a ioe 





™@ Two cover disks md p= 4 
every month of 
bringing you the 


entertainment 


M@ The most 


up-to-date 
reviews in the | om, OF fp. 
business ati Lie Extensive 
““s" beginners’ 
guides for 
configuring 
ycur PC to 
play games 





M@ Players’ 
guides, tips 
and cheats for al 
the top games 










Place an order with your newsagent now 








Tiptown was silent now. As the gunsmoke cleared, Hired 
Guns, Alfred Chicken, Space Hulk and Ishar 2 surveyed 
the carnage that they had caused. “Those steenking pig- 
OE ee Te 

“Saddle up, compadres,” said Hired Guns. “Hintsville 
is just over that rise. We can be there by sunset." 

“Jost in time to have a leeetle fon, eh blondie?" 
hissed Ishar 2, and they all started laughing. 

“It's not nice you laughin'," said a voice from behind 
eet ate eee tea ame 4 
sun, stood Kill Zone, sheriff of Cheat County. 

me ee ie Ss cl 


done for..." 
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Are you finding that the guns you hired just 
a a eee Ce 
Tm EN ee ee ee 
CeCe Me (em Cm Me ae 
ee me 


you get more for your readies. 


Srna 
ei rie 


Ya al TD od F = een ©. FS 
si | Lae | iad = 


Tah oat I 
—§ What follows is a list of highly impor- 
if SH: tant, yet seemingly unconnected, infor- 
. Pe, Mae Gime ele maces | 
Mae ela) ee cata 
STM Le ee ee ne 
laugh as you stomp all over them! 
eT em Lae lee ieee Olean 
i eee ee le 
can't carry very much, then strip them 
down and arm them with 9mm 
vit) e aa et Re alee 
Witte lame ee ee ee Lae 
rome ama eam elem ie] iar mie ra a 
Unless, of course, the character is a 
medical officer. She comes ready 
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LULLED, 





Your team is complete 


ae a 0 
Gm erase last choice 





equipped with an excellent selection of 
eae Mee lale ela mal elle eo lelele 
Tee ee Pee eee ea 
doesn't carry anything for droids, so if 
you're the kind of person that just 
elem ee Cee m oe  ce 
Ter me eee ease ele meee 
ing her. 

ac eee ee) ele eae peel 
tar DM ig iomel [ele me eg se 
In Hired Guns this is not always the 
ht | <a ee ee 
Sure, it's powerful, but remember 
that it is heavy, inaccurate and 
uses a lot of ammunition. The 
Bema el weekend mel dal oy 


hth 
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HIRED GUNS 


rd 





target, back to you and cause you a 
whole bundle of trouble! 
When shooting a creature you are 


WAU ee lala ee 


animal you are blazing away and it is 





hand, while being small, is accurate and 

a even more powerful. It 
looks like size isn't every- 
thing, after all! The Banana 
Gun is the most powerful 
one in the game, just for 
Viel Um ae ci dle 
want to get your hands on it, you'll find 
it in the Spaceport level. 

Remember to look after your equip- 
WIS a eels eet ee ie ee) 
when entering water, as this can dam- 
age a lot of your equipment without 
you realising. Laser equip- 
ment suffers particularly 
badly in water. To heal a 
droid, you'll need to get 
your hands on a Droid 
Repair kit. Food and 
Medical kits have no effect at all, but 
the HEAL Psi-Amp will heal anything. 

One last point when it comes to 
looking after your equipment - check 
your inventory after combat. A stray 

~ laser bolt doesn't only cause 
you to lose energy. If you're 
a Las er 
é 


Ls 


TU RCC ele 
the top pocket of your 
SElat ele eis mime lds 
squashed may have been turned into a 
pile of disintegrating dust! 

Speaking of combat, as we did 
iA eee me mee ee ally 
Vis PReb tes leat 4l hema esate male 
or low you will lob the portable bomb, 
PMR eee ee alee lt 
too high, it will sail over the head of 

Mile lalC=iale ecm lae meet oma) 
fe ee ee ee eel aoe, 
low, it might rebound off your 


having no effect at all, then try moving 
the cursor a little. If that doesn't help, 
tea) 
weapon, but don't just keep firing and 
wasting all your ammunition. 

Finally, some creatures have multi- 
coloured forcetields around them. The 


‘only thing that can blast through this 


is a damaging Psi-Amp, such as DEV- 
ee ele Ome) med ole acon to 


Siete: ea ee ee ee eee ars 


‘Com ee aie 
Oh, did | mention... 


a) AV | 
eRe m es Mee Rae mie mel aca) 
Eee eee 
too familiar, Psi-Amps can do all man- 
ner of things, from creating bridges to 
knocking seven bells out of the enemy. 
ote mel) ae ee) 
and when you find one keep it safe. A 
word of warning though - they are all 
charged, and the 
damaging ones 
tt 
el Mee ee 
Melee 8 Acer 
have been told. 
Bisse 
ing to me later. 
Anyway, here's 
SRE GS) ae 
Amps in the 
CEU ee L 
them. 


you can expect of 


om 

Well, this one's fairly self explanatory 
|| a a a ee el eed 
thickies out there - is project a invisible 
wall around the player which then pro- 
toa Rak Ce ee a 
eee ad CRM coalesce 
hand weapons. Remember | said most 
of the effects - it doesn’t make you 
invincible, 


switch to a more accurate 








rest 7 hay peu Seheeie 
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reese ed 
Think of it as a magic missile. Come on, 
you've all played Dungeons & Dragons 
at some point, haven't you? This fires 6 HEAL 
a small electrical charge at whoever We've already covered this one, 
happens to be standing in front of the as you should already know. 
ae This speeds up the healing pro- [fy, 
cess no end, and works on both //§) 
3 CURE POISON humans and droids. Dol really jj! 
lf you want to be really technical, this need to say any more? 
aie ROE mee ses leh ic mela (shits 
alien materials. In plain English, it gets 7 FIRESHIELD 
rid of infections and fungus, and gen- Cor, what a good name for a 
Se Mier peace lee Te ema cele eee gma ee 
only works on humans. Then again, forms much the same function as the 
ce] sle) Cameo mee | rele lee | ee Tee meat) aime cele eee | 
ETC Mee ee a a eee 
eC ee 
4 plasma weapons. Once again, it only 
FARSIGHT oprotects you against most of the 
This is a very effects, not all. 
useful STi 
feels Mee eee ot 
up with your This is an extremely dangerous one to 
MTs | eee ele eee ele Rear) er tiy 
Tete and it. It create a full-strength ball of flam- 
increases its ing plasma directly in front of the user 
Lean e] Me eM tee | ee tele me Ce 
Uwe eles stile EME EL eal peel oleh aCe meen oll Be 
ey eee mE (glee emer le alee ee a 
en ate eet as eee 
ETM UiG Romie erm eee eae 4 
ee 


humans and droids. What a 
handy weapon! 





it ee 






5 SHOCK BLAST | 
alee ete em CLO 
male players and then sends them ff 
home to see their parents. No, serious- 
ly it creates a compression wave, siml- 
ET ceR imi e ee ee eles ler] e ek 
ETO (Mlle Mada omer eam Lea 


| 


i 


aimee) || | 





lector. 


PONIED *** 





ERP a 

You know those solid fields of matter 
that would normally repel all other mat- 
Ce) Me 
Those... walls? This gets rid of the bit 
you're looking at. Handy in a maze, | 
ice sep 


10 BRIDGE 

This is extremely useful when it comes 
coma Cee ie Meee Meet eas ee mol 
when you are carrying a lot of laser 
equipment. A quick toot on this and 
you've got your very own self-sus- 
pending platform! It doesn't last forev- 
er, though, 50 be quick. 





cee ee 

Remember those solid fields of matter 
| mentioned a few lines earlier? Those 
ones that you could get nd of with the 
BANISH WALL Psi-Amp? Well, this one 
CIM elmer mem elem ae 
probably for the points where you have 
accidentally banished one you didn't 
mean to! 


Pes) es 

Oem eae eels ee ce al eae 
a0) m ee ee ee Oa Me rs) ee 
UO Ra eRe me ech hl ele 
Amp. Well, not exactly. What this does 
Feel ieee es) eae fae 
then gently drift down to the ground 
without hurting yourself. 


13 STRENGTH 

SEV eRe mie lt meters e es mle lao 
qun with lighter ammunition and still 
found that they just can’t hack it when 
Lae eee Gee mises alee, 
equipment? Then you need to play with 
ane of these, as it will seriously increase 
ites eR Te me) eae) me 


14 FIREBALL 
No, not the XLS kind. Like INFERNO, this 
aca} Ce earl e Mel] OLE meee 


Peel mUrice mele Liat mic 
SA ms Cele LUC tae 


ing. One thing you to watch out for 1s 
atemeais lel late Mee eal el le ee 
might just find it flying back at you! 


15 GILLS 

Could this be the most useless one 
there is? This will allow the user to 
WT CersLMgrem Tice er Lc) mee] ele TMT 
utes before it needs to be recharged. 
However, it offers no other protection 
OMT Remsen eee el aslo 
end up with a bunch of dead laser 
rifles, if you aren’t careful. 


16 TELEPORT 

This doesn't work like most teleports, 
in that it doesn't take you to a preset 
or predestined location. Instead, it just 
Zaps you to a random location some- 
where within a small distance. It might 
We) Merete Me ie MT eee a ee 
Whee eggs) Place 8 
by a crowd of monsters. 


17 MIRACLE 

Rae meee] [ets] elem om ar | 
Cries] OMCs eel amie elt Temi 
having fun. Really, tt randomly emulates 
ane of the other Psi-Amps, Okay, so you 
ae Users el ae nae] 
ete Me ieee ie Me) | la ee) 


sty: | id 70) 


ELC Oh eh OE eels em ae) 
make your life much easier, bul you'll 
probably have a lot of fun with it! 


18 SHIFT 

eM melee eel mech mL Ge, 
UPPER CASE. It actually functions a lit- 
tle like an invisible travelator, in that it 
eta ht me eleu Tee mL Ui mae) 
solid object, even floating them over 
gaps and water. Easier than jumping. 


19 PART WAVES 
Rr ame metres ela 
ally clears a small section of water | 
allowing the user to step through 
without getting even slightly 
OE LL UL 
is slightly submerged, though. 
eve CMe eee CPM rence) 
drown. 


20 TRANSMUTE 

The TRANSMUTE Amp. will 
atts lle ome ee ee 
one from the game. Most of the 
time you'll get food, but you 
Da eel Laem ea ay 
Pe meen mele emael ale ae 
er into a disrupter cannon! 














Pet 
Have you had all your items smashed? 
Peace MPCs cme mene bere laTe 
Conese) Pee eee eee rh 
ing in your face? Never mind, because 
ede ee ah ana) 


Pre wie) 

And finally, we come to the Amp that 
is actually a Kagool, or Pacamac as they 
Picea ee ae eel 
a eae a ete re L 
through water without getting wet. 
Could you ask for anything more? 
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"Witte TC eee el [ale melee leh 
three quarters of the way up 
date eee emt 0 || 
than they first appear. There are 
loads of gems to collect, as you can 
OM a eames er et 
springs to propel yourself up to a 
balloon on a platform to the left of 
C iureme ye] a are he 
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Y  Watabe Is a Warp room on Level 
1.2, but you'll need to take two 
Shae see  e 
First, go to the very left of the level, 
and jump off the spring you find 
ecm e eee e lea | 
you'll uncover a secret door. Oooh! 








Here's the first part of our complete players guide. 














i> Here we are on Level 1.1, and here we have one of the first real obstacles you're going to come across - the 
= alelt SS ee Re eee cmos Rs Vie em mele eRe gcc] ch) 
could just leap up as high as you can and then come down beak first onto them! 





ry , Now go all the way to the top- 
© right corner of the level and 
eee ee |e 
FT es ee ae allele ele 
which will appear. Jump on top of it 
and then jump up and to the right, 
eRe MR Relies) meee) 2) 
ons) eee ee | mele eels lal a 
Move left until you drop down in 
front of the door you found earlier 
Ee ecm ee eee 


F 





q 
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It’s finger-lickin’ time! Have you been going clucking crazy with Mindscape's excellent 
EVaC gem CCRC em ee ee ee ee a ed 


co % i wal AL if 3 
_— = r 
aes 


%. 








4 Before you can get to the Warp 
WS Room you'll need to travel up 
this-long entrance level. Watch out 
Uae ie eels 
Fae et lasses a 
too much about all the extra points 
waiting to be collected. One thing to 
look out for, thoug h, is the extra life 
about half way up. It looks like an 
egg yelling to be rescued, if you 

felts (uae eee es ee 











ee 





Me ee | 

a ciel ccamee lee alae: oe 
accessed at this point, which is on the 
bottom of section 1.2. To get in, leap 
TT Tem ET Come ame Late 
ee el acelin | ee 
here you can keep going and watch 
ipeet om ele eet 





Ee aa a a a 
















Again, there is a secret room on 

eee mee mee ele 
etl aCe ta bein ele) eee 
cranny? It might even be a knoll!) and 
then walk to the right to pass through 
these blocks. Once again, just watch 
those points start piling up! 


FT eee ae et ar 
@ ix: eee ee bee 
Teja Ce Ms set Mame lear male 
tain blocks on and off. At the bottom 
Mia ee el em ta Ae 
couple of leaps over the spiked balls. 





Within a short space of time, 
you will find yourself in this 

Black Room. Three of the four exits 
rs MCR elim a (mem dime | this point the mice start to be a problem. Use feed to get rid of them 








Fees eM ulus leh ee eedieca Te] Mae) Cae ial Smee teem cles rele lL ei Cem De 
information, it’s the door at the top you to make a mistake. 

fog a eee ele 
titers teat ga [ee 
tele ee lame em ee ee 
Leslee lee ae 








Use ee Be] die Ae eee 
com rong move sees Alfred 
impaled on spikes, covered in eleven 
herbs and spices and served with a 
Ts cele ele ae) 14d ee eT 
ally get moving on this level, you 
WOM Oita Mea eel els alae ie 
peck the one next to it. This will get 
the lift moving. Jump on and go for a 
ride! 
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& Watch out for these bombs at the end of the level. You can always tell 
Le Mate A [ioe ele Meme ce) EMail mesg eels] e 

and then fall. Watch their faces carefully as you walk under them and, as 
- soon as they look upset, run out of the way! 





- 
a —— po cs | a a 

























STC Mees ee Ce ee ee ed) 


ECR ee meet eS ee eT 


ET te) Eto TL ee 


Naturally the first thing you want to do 
PREC Ae Lei er ee mel Malis Ul 
sound obvious to point this out but 
Sem eset em Dm mele 
ple make things too hard for them- 
selves by skipping this extremely useful 
training period, Repeat the first three 
ERM ee ea le a cae 
trols to become second nature. Learn 
every single move available and use 
Hue eee em als Cee Bs] moe pe 
Ca ie eee em inde 

TRUE Maen eee Use ee mls 
to help you perfect your 
combat tactics. In the last, 
make sure that you have 
Vette ee a 
mela we ire mel mT | 
best ways to do this in confined spaces 
Pee eel me et Tem eee 
numerous places later in the game. One 
Re mee mee 
Terminators in adjacent squares. If one 
LULL (eRe) alae ole el 
have the time to react before your 
entire party gets wiped out. 

The two most popular weapons in 


Azrael 


Wea sel Fierce 


Two 


T hund er 


the game.are the Storm Balter and the 
Lightning Claws, so get used to oper- 
EDU are Mee tg Medco Gus em 
Hulks that have large open rooms and 
Tele Siecle @eelgd ele em ale paa ce] Ph 
for it jamming and always be ready to 
= unjam it. Lightning Claws will 
Biter Peer merely 
fe ee when it comes to hand- 
fto-hand combat, so use 
= Seether PT 
block corridors and seal off areas. 

Finally, at some points in the Hulks 
you'll come across doors which are 
Time eles ie emt ele el es 
and have insignia all over them. These 
can only be opened and closed by 
CeCe eet Raa mee ere eee 
rile toes ACO HRC gos) eR Cee 
ing you all over the shop! 


Lightning Clams, 
two Chain Fists amd 


One 


‘Hammer 


ee eee CT TCT ee Cyl 


TUTORIAL 1 

You have to move quickly on this mis- 
T(elgmee MoM Mla Mee ee 
ating on a time limit. The artifact 
you're looking for is in the south-west 
et ee ee Celie 
the hulk, measuring three squares by 
ul ese Cee ee) ee a 
exit, remembering to close the final 
elele Melee Mae lemmas lle Comal 
mission, 


TUTORIAL 2 

wee eee ee ace ee cee ee || 
entrances around the starting area and 
get ready for some action. Where pos- 
sible, keep firing to stop ambushes 
Wey Saree ey es ae Le 
find yourself down to one Terminator 
im ee ee ete 
and don't look back. If you need to, 
keep using the Freeze Time option to 


check the positions of the 
ern es + ee 
TUTORIAL 3 


This is quite a simple one that 7 
oat emule meme) melee emcee] ty 
Eure! MeO Ue Mer Creel cm Lael 
Genestealers can't open the doors, so 
use them to keep the nasty beasties out 
ee) al ee aL 
can, and always control the lead 
Terminator, When left alone the mus- 
clebound heroes have a tendency to 








sas doors open, and once that's done 
foe they can't be closed again. 
i By the way, never open a 
lets a 
JC Ee a 
rng as can be through the gap and 
at your throat before you can even 
Sie tee 


TUTORIAL 4 

This one is all about positioning, 50 
here's how you should position your 
posse. Leave the dude with the Heavy 


Sree ee eel a tale mele] (a ae [ ae) 
then get the guys with the Storm 
see ce ae oe eet eee ee 
Siti meee ie i a ele ee 
Stay alert and be ready to jump in at 
the first sign of trouble. If you lose one 
Terminator this is going to be really 
hard to complete! 


TUTORIAL 5 

In this tutorial your main concern 
should be to get the Heavy Flamer to 
ict de oad eT ht et 
fice Terminators to get him there. This 
lee Le ee ae 
for an opening and move quickly when 
you find it. Just get going, alright? 


TUTORIAL 6 

Le eee eee eel mela 
then you must be a right thicky. Place 
TOM eer eel mele) sie lait ale ee) 


i 
1 
, 








the corridors leading from the 
raat ee ee eel ae 
the way as a reserve. Now just blast like 
mad until your objective is reached. 


TUTORIAL 7 

Lele ee ee) mT eee 
PRM me: ae OL a 
dae eee el ee 
oe ae ecm me oe ee 
ect EE eee ee ey 
ear em cele i alee ee 
Pte MiP MC aoe tas lems Ree 
eee eee ee ee ee 
ACU) cold eee ele l e 
FUME ee ee Re een ele 
whatever is necessary. Don't worry 
Perel Mata Te ee ee 
that counts! 


TUTORIAL 8 

To free the trapped squad you'll need 
to use your Assault Cannons to blow 
open the area. When you have freed 
the squad then you can use the Storm 
Bolters to escort the Heavy Flarner back 
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HULK 


SPACE 















OUR Cc mee mee eee ed 
the map. Flame the area and then go 
along the southern corridor to get to 
gles km Ce Te eee le cece 
eda Meelis ele] me- lms l Belle el eal 
Genestealers, so use it in any way you 
Sem sa ert 


TUTORIAL 9 

Ubi ia lel lalate Molar aaa 
enough, | can explain it away in a cou- 
a) MeO) ME aM lalate le eld 
eee esteem dg Rae Ras iss) a 
running north and south and then 


ee ey 


ee ee ee ee a eg eee ens 








keep your finger on the fire button. 
ee i a 


SINGLE-SQUAD 
MISSIONS 


Le ee ee eer als) 
CLM IN MUL MUN ESa[e]Me(-ctm eg) sls pure t 
FCT le eM es TC aT 
there is no guaranteed way to do a mis- 
See eee ui Cee gle 
give you some tactical advice and per- 
EER oe ale eR ate mee 
ety 





PURIFY , 
eee ee COME 
TAMERS EMCO celta ae ee 
Uae Meese ems Ole eR al 
are easy enough to reach but you 
might have a little trouble getting 
CoRR We Re EMR hyo 
way to get to them is to place a 
cL mR eal 
Flamers and then lead the way to 
mC eee | 
War ee a 
Storm Bolters but who cares? 


BLOCKADE 

A simple one in theory, but a little hard- 
er than it sounds in practice. Leave the 
Heavy Flamer behind at the start and 
ET see ea eae ale le le 
The Terminators you have left should 
be used to cover and protect the one 
carrying the CAT unit all the way to the 
Semele] tO ale alee (a 
door to end the mission. 


STRANDED 

Teese ee eel Lie 
but if you can get into position fast 
Taree ML Mile] | elas Mcele mel lle pee 
De ete] Cea 
feral ies] ee eee: ale as) 
with the Heavy Flamer to the target. 
Le ee smal Lemel Oia 
eee: a ee 
should use to race to your objective. 


LOST SCROLLS 

The most difficult thing about this mis- 
sion is finding the scrolls themselves, 
eR MC eR alee CRie ace) #) 
you sending Terminators into unneces- 
sary danger. In the centre of the map 
FRU Malti elem a 
loka ae ee ae 
you'll find the first scroll. The second 


. helpful thing that can be said 





EM ai-ese dates) mee page date a te 
Cr) ele ee ale tee) ere 
the east wall in the south end of the 
wide corridor that runs down the west 
side of the level. You can do this mis- 
ee mil des ee eee 
should lose any you're going to find 
Tae iasl le 


ADVANCE 

Ve | |e ae me 
dale Mele STON mel) ett ee gle 
aeRO a et eee ema ala 


eee Mae ite Le meme le 1c 


Wale Coe TOP Cel cen 
CULM COM dalle Mel) (ate ele) 1s 
near the starting position and wait for 
the Genestealers to come to you. Once 
Pe mC lu cell ie Dp 
Weert Me Ma ee De 
er SE Melia lal ce) 
FU Bema 


Dt 

ee me eee lel meme 
about 
EES eee 
eee ee eee le ee eel 
worry too much about using the rest 
of the squad to lure the Genestealers 
away. Just move quickly and pray! 


TWO-SQUAD 
eta eye 


= You know what you have to do, 
Be eee ene eR elt 
long corridors whenever possi- 
bie, so that you can use the 
esl) ee las ef 
rr Meem ell mele] ice med sie -r[ 








tt diecing J anges 


Pe ticaerme are mi sah a fc bhber 4b. ell 


ri kame reached ther tar grt peat 


saFmmaetvur Od deal ties 


firmed Enemy XiCL: 


ele) Me) eM id eee ate ee 
Fe ee em etl tel cme 
each Heavy Flamer. If you can get away 
with only moving one Flamer around 
then all the better, as this leaves the 
SL mks 








| their Lightning Claws. 


| FIGHT TO 
THE DEATH 
Move Terminators 
Shee ea 
Ca ae) 
entry points. Now 
em 
gang into the corri- 
dors surrounding 
dg tomeae coe [alt eel 
blasting. 
ete 
, iE Tame adiale 
Meee aCe sis alel tts 





ere aa eee eal ut aca oe 


SUELO IG Cele TMC oe lals Mel tal M 
TUB 


ei lem ed 

The first thing to note is that 
Terminator Three is carrying the CAT 
unit. This is a long mission, so move 
Tee ae etd] ase mel] 
Etat cee ee ee ee a ce 
ae ee Loe 
your Flamers are among 
ee ae 
matically fire, so keep looking 
[eel als Me MT) tome ale 
Tee ee ee 


as Lie 
The Magus is in the centre of the level 
ee eee ee ga 
end of the Hulk. When arming your 
squad make the weapons primarily 
Lightning Claws, as the small corridors 
Ua eee oe 
For a second weapon use a good close 
combat tool, like a Chain Fist. 

To kill the Magus, walk to the edge 
eB le ee 
CREAM ceke ce] e Ug mele Ta) 
forward and take it out with a Flamer. 
Once it is dead get your Flamer to the 
target area and blow it away. The 
Terminators should be able to 
hold off the Genestealers with 


SPACE HULK 
ORIGINAL 
MISSIONS 

ET ia] 

Se mst eR Lee) 


have only just enough Storm Bolters to 
cover all the corridors. Should someone 















>P6 hE ome 


STM At el oR le ie eR em tS 
oe MOM EST oe ee ee 
plete, Watch the back of the Terminator 
Ue ee 
sion ends instantly should he get killed. 
Your best option is to move all the 
Terminators to points where all corri- 
dors are covered before thinking about 
shifting the Flamer. 


Bo ees wa = 

BUTE TT CE eye 
ma you get the positioning 
Si ae eee alae me) 


Peake erat eke 


ridors leading to your team so get a 
Ltt Mises mee ere me 
ia Redmon eee) ee sheet ses eco 
tions, at least three or four squares 
behind the main guys, and wait! 


RESCUE 
TUES 
em ee 
»~move. You'll find, if 
Wee eae ence 
le la ela 
= © tion, ara tat 
eee i) ee ee 


you in no time at all. Try and keep the 


corridors that lead to the Genebanks 
eae ee ee eo a 
BOER Rese es als ee wel) 
think it's necessary. Remember that the 
Flamers don't fire of their own accord - 
Tie mae mC-mmel et L 


ee 

Use a Storm Bolter to block each of the 
eM eaters see eRe ma ea 
bering to get the Heavy Flamers out of 
ae ACM MER Lem teed te lie 
Phat ds me) Ce sul ele 
should cover all known Genestealer 
atelectasis ky 
Flamer to deal with both targets, with 
aC te) Cm tenael me 
Beles es Cee ee ch 
Be Re ere 
Wee ee ee 
. the pieces. 


DECOY 

This should cause you no problems at 
e-em meh lale 
standard procedure, then you're some 
kind of dummy. With careful position- 
lilt meee ie) Ce mul el 
able to cover the Genestealer entry 
aie CM Ae eee ce 


Fee 




















itm ee Eee ae 


DEFEND 

Again, another simple one. Leave a 
Storm Bolter and a Heavy Flamer at the 
ducting to cover it should any 
Genestealers managé to break through, 
and just arrange the rest of your squad 
to cover all Genestealer.entry points 
and corridors leading to the ducting. 





Dia 
Pers SC te |: 
should get you through 
that little selection. 
er Meta amie 


TM me 


Be a 


TEM e 
along with a few quick 
TT Mey mtb toe 


recipes! 
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Jon's Island has all those amazing 
Mountain graphics you've seen in the 
reviews but try not to get too distract- 
eM rio (elim tle eMC ele eae 
ee em Maen ae ees le er | 
dicta er eee) ee a de) ae 
each member of the party to stop any 
danger of falling. 

Now go east across the mountain 
path, searching the snow as you move, 
Mee ee melted Mila le 
Bees Cele aah eet ee | a 
this, as you'll need it, and 
head back to the west. Follow 
AAA LAM eerie atta eee lars 
store (e ce eee ae ak 
when the path splits that way. 

Search the mountains as ‘yi 
you work through them and | 
you will come across a 
rhinoceros, After all, how 
hard can it be to find a rhing? Fight rt 
enim TUM Lt aa | ae) 
horn. That 1s all you need to do in this 
part of the mountains. Go back to the 


Eyal | a —s Pd 

My Siebel odie a et 

tr lagers off ee a ti 
at ale oan eal iad Lb 





landing stage and get back onto your 
boat. If the party are hurt, or in need 
af rest or food then head back to the 
city. Once done, head for the landing 
Tels cei Mae eed el eed ae 

From the north-west harbour go east 
ELM eee ame ace eS 
mountain passage leading west. Head 
upit and be on your quard. It's a good 
idea at this stage to make sure that 
and EMPL eee ae ae Ley 
entire party is ready for bat- 
oe ee 
Ethie 
kill you. Kall the giants 
and carry on up the passage 
until you come across a nat- 
ural hollow in the ground. 
’ Here you will find the Living 

eect eee el | ee 

) Take this and go back 
towards the coast once 
more. 

Back at the coast, continue to the 
north. At the end of this path, you'll 
reach a small dead end. Walk down this 
until you come across a disgruntled 
Worse es) er LCeM MOTUS e Om sree Lace 
give this ta him. He'll cheer up almost 
immediately. In return for your favour, 
TMS Com OO Aum ers male a 
cea elm M Pee tes eee 
Teme mars) ee 

Now return to the harbour and head 
back to Zach's is!and for a complete 
rest. Once your party is ready for bat- 
i tot eee ce df la tt ee 
don't have an iron shield yet, then go 
and buy one! 


The first thing you need to do once you 
land on Thorm’'s Island is put on the 
pendant that you took from the dead 





thing like that. 

Mix up the Jablou potion and give it 
to him to drink. When he ts fully revived 
Pee eee ee ee 
south. Take the next turning to the west 
and go into the small village you find 
there. Try every hut you come across, as 
two of the open ones will give you some 
ree Lela 

Now go back to the harbour but 
ele] Mester: (ce Rdg t= le re Lom 
road and follow it to the end. Along the 
ET Mam cee ew ede [eae Oe 
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trouble. At the end of this road, 
Ve Mate Ce eee 
take. Now head back towards the har- 
bour, remembering to kill of any Ewoks 
that may still feel inclined to attack. 

eee Tui Mee OMe ade le td 
Fale CaM Tee es 
east. From here just follow the road 
TOM 1 mee eel atm d ele eke 
end. Take the rhino horn from your 
pocket and place it on the druid, which 
Ge tome mm ee Me ce 
shield you should have been carrying all 
along. It will transform it into an magic 
shield which will protect you against 
ites 

Now go back the way you came. At 
the crossing go north, then go east and 
finally the first north. A monster will 
Flat ae ae eee eee ke ce 
Nee Ce eee ae 
Wee males UCM] LC 
out for both false trails and the eagles, 
FM Rw eae mel Me elt mem melee 
woman at the end of the maze to the 
west. Around her neck is the key to the 
town hall in the city. Take this and get 
Se COMM Geel em a ee ee) 
can. Head for Zach's Island. 
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ture. From the harbour take the 
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crossroads to the left, head Pe ee i LAS Tite ee 


Tee a meee es ton ee a 4 

TU eMC AL ee a a ite es re 
fd 2 Sew 

right. Follow this — dia 4 

turning down and at == , 
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an Ent because he will say | F 
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‘— find inside. Now leave 
mim C ee ce 
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the west of the bank, Inside, 
a monk will be waiting for you. 
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and he will give you the Air Elemental 
Pendant. Take this and head for the 
ae 

PAM eee mela em eli 
Flare Mae) | tela ae] cele lage ee 
TS ee eel lee 
Fei are Otel oem ie ee aT 
er you have over to stock up on 
weapons and food. Have a meal and 
book a roam in an inn to completely 
recuperate. Once you are ready, head 
DCM laele] meet Reet 
on Akeer’s Island. 
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ON 4 ae 
DUM COL Ce n Aa eer ce | 
moving north. Keep going until you 
ee meee ee elem ieee 
i] CMe) el eee] eee lel ae are) 
TT MAME Comes Lele] mmo 
Again, this is found by wandering 
SUC ale Mee] mere lait eli mae el aera 
mentions that they can feel a draught. 
Step through and follow the corridors 
ete ie ee ecole 
ae eee 

Now enter the maze. To solve it, all 
you need to do is keep heading north 











ee eee sets eee ee) 
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You'll now be in a room with three 
weighing scales. In the first two put 
0 eels eels alee dada ae 
and go back to the catacombs through 
the maze. SS 
When you go back to the (oe 
catacombs, all the water will Gg 
have gone. Continue through £4 
this area and take the second f°. - 
ei mC ieee ee a 
end of this small tunnel, go 
through the underground pas- T= 
ee ee eas ca 
the large room, pull the han- 44 
die at the south-east end. Go 


to the north-west end and take the 


cage Com agr- Me ale  ee 
Air Elemental Pendant given to you by 
aL Sees CORN Mae ge Lap 
ECR RC LCR UCR elie 
ing to the right. 

As you wander along this passage 
Tre] OM MMe Lael ce em ee 
Ea OR Om 
cloud and lightning spells. Carry on 
through the passage and pick up the 
See Laer a a eR ae ee eet ete 
the north, and take the east turning. 
Along this turning is an invisible door. 
Ta eta ee ee LC a 
coe eo lale Me a0] ee creme ta | 
Cel UCM ETL Mele lela ale ee Lae 
moving east. 

Most of the walls you come across 
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to the east are invisible doors. If you 
find that you can't walk through one, 
then step to the south and then try 
ATM ee RT eke eee aCe) 
your left and right as you wander 
Piterae me] Meme ule ae CMTC ECS cr 
sures of one form or another so 
fae eas 
Comes Ost [a Maem ete] Ge Lee 
ees 3 

Ne erent a eae 
Te meme ele ee 
Follow the corridor to the east until you 
meet the lion-guard, Kill him as quickly 
Pee ee eee ae 
eat lees ea eee 
aM MOT ete Cm el ele] 3 
MUR Le es eee 
in this lock and all the cells in the prison 
will open. 

UG ale see ae ela a 
ae it Ree eee cee e 
the right you will find some treasure. 
Tram ae mM e dle) melee mee a 
ESC em ele eee alee ely 
this to collect some more treasure. 
Be meee 
SP Se 
» tant that you recruit her, so 
pie a are eRe ut eel ee 
, « Nee ace RR UL: 

pith ee Rime 
& - on the west wall. In here you 
Se ye eee eee 
ER mel ems elses) 
FF & through the corndor and you 
met Ms ae Test 
EE ee eee | 
cause some of your characters to invert 
and go bad, To turn them back you'll 
need to cast a curse-lifting spell. This is 
ae ee ele 

Crem Meee mame em 
ates rim eee ee] eae) LS 
living sword. From here, go to the north 
OMe ace] a ee 
back to the centre. Now go to the south 
TUR ee 
back once more. Finally go to the west 
Te ee eee ere eee 
eRe ae Re ele mee a8 
on the plate in front of the wall to open 
the passage. 

UE ee eo ere Le 
eo ae ee Le mel 
the hooks hanging from the ceiling! Go 
past the door and keep on down the 
passageway to the south. When you 
reach the grille at the end release the 
monkey. Wait for him to return and 
then open the passageway. 

Crem CeM ete Reem eRe 
side and board your boat. Head round 
the island back to the fortress landing 
stage. 
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ists AlAs eels CoM La ee) ely 
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the bend prepare to cast the psychic 
Mgeyra ess eee ee eae 
this area lurks the Destroying Wizard of 
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Chaos! When he shows up, kill him. 
Collect the treasures and the skull left 
behind. 

Go back to the passage entrance and 
ee item alee Melel mimes lee erm ar 
ae eee ie ee Pel eee 
ay le MER ee PE elaine aa 

a Ll a a 
ra feta Slee ee lag ae 
erage] meets |e me aa 
TOC Ue Ces] emcee) ec 
Find the statue of the eagle heads and 
click on the button underneath them to 
open the passage. 






Now go down the secret passage | 


and follow it along to the north. At the 
eek Mia RU Ree eee ee 
Place the six skulls on the scales and 
then keép on down the corridor. Kill the 
guard at the end of itand take the relic 
TE eM ese elie (eM eee em ie 
landing stage and go back once more 
Core eee 





NEXT MONTH! 
You're almost 
see 
in next month for 
the fourth and 

final episode! 
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It’s not been a bad month for tips, I can tell you, but | wouldn't have been able to do it 
without you. So keep sending in those hints and tips to me, Mr Tips, at: THE ONE, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU. The bestest ones will receive a software 
prize. You'll be glad you did. Before | go I'd just like to say one thing: Bye. 


SYNDICATE 

Streit we vas 

Gareth McSorley fram Milnguvie (hope 
shanties) cc | ees Lae ama Jaleo 
writing is a bit tough to read) is com- 
ecm sea eee ce sls ael ya) 
better off sottware-wise. Why? I'll tell 
you - he's provided some excellent 
CMe eee eee Lean] oe 
Tile | (Meee eT Le 

For extra cash, name your compa- 
DVO) Mem fale el Be mee cee 
ed with 1000000 credits to spend as 
eee ee ama le | 
squad with Version Three legs then 
you're obviously a bit odd. 

For extra cash AND all the weapons 
and modifiers already researched then 
just name your company COPER TEAM. 

Try WATCH THE CLOCK to alter the 
eee ar | 
Wea 
extended to several days, giving you a 
better chance of completing that par- 
aE mes eee eet] 


GRAHAM GOOCH’'S 
INTERNATIONAL 
CRICKET 

Audiozgenic 

No, not a load more sad tips (see last 
Ett ee el ett 2 ae etme are 
ale le lg emee lel pe aca le Re Retal) am iad cl 
cheat which allows you to amass as 
many runs as you like. 

When you're batting whack the ball 
out into the field and press Pause You'll 
Weld daa tele) ice) ame Fe 
in their tracks, waiting for you to un- 
pause the game. Well don’t. Just keep 
pressing the fire button and your two 
batsmen will continue running between 
the wickets as if nothing's wrong. 
Continue this procedure until you've 
collected enough runs to be confident 
of winning the game and then press 
ESCAPE to unpause. 


om 
Core Design 
Here are some tips from straight from 
the horse's mouth - Core Design 
themselves! They admit that there 
Sa 2 


Et Mae mel mer ae ie: ae 
EV et ite Mase me me lee 

es) ae ee eee eet al) 
ECMO Mir] s] (el com lh) lel ct 
sels Le 

eM EM em miele iiale 
Peeled) (ec emt amie 
Lives, and Speed-ups. 

ee ele mea els eter 
Ee Ee Cates mela 

* When you visit the shop, buy the 
fata) pee |e) eel ce) 
blast your way through the following 
levels. If you fail to find enough cred- 
its to buy this weapon then you're in for 
Feels amy 


AIRBUS 320 USA 
ami tel 
Cheatmodes for flight sims usually end 
up awarding the player billions of 
Tier] #18 eS] Coe a] 
eller ae ere kT Ce ella ia 
PMR em ee ee), 
glee CMO ae eee gy 
only added bonus you'll gain from this 
little cheat is over 5400 flights and a 
‘realistic’ performance of over 500%. 
IieMe lem eee M eR ele tell lmae lle) 
find a file on the A320 USA disk called 
“DUMMY. Copy this file and rename 
it "DUMMY. log”. Now, if you sign on 
with the name “Dummy” the comput- 
Le ee 
all know you're not. 


BLADE OF DESTINY 
US Gold 
Not a cheat as such, but a few tips that 
should make your adventuring just that 
ThA Com aera ee ee ee a 
acme eet te mee|ele ane ete 
Ee ee) me ate 

ea ae a ee a ete ef 
fighters and rogues, because they are 
better at picking locks than anyone else 
and they can also hold their own when 
ee mcee- eel lala ee 

ARC ae eS me elms cee 
ing up your experience points then keep 
bursting into one of the town leaders’ 
WOU ML Ms] Meas ta cols Ms) TS 
Eee ee eee Tle 
many of them and they are fairly easy 
to ‘do in’ (as it says here). 
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This playable little shoot-'em-up raised 


a few eyebrows when it appeared from : 
We ee se 


few cheats? 


ema Mey ie ama |e oe 


GENE during play. 

For full energy, type | NEED ENERGY, 

For infinite everything, basically, type 
ee eee oe 

There are also a couple of pass- 
words, which should be typed in on the 
Hy slieie eat 

REANIMATOR Access to Levels 4-6 

eG Ol Ole tsa mem eT re 


THEY'RE BACK 
vrei ete ee 
these for a long time (mainly due 
Come a ee eee 
ered to send me any) but thanks — 
eee eS eS Lee 
I've a complete box full o' crafty | 
| pokes for use with the Action 
Eee ade eke 
eevee asi as ee 
ea ere aa ee 
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Gods 
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Pang 
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E10F Lives - Player Two 
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5010 Lives - Head 
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} Z-Out 
8328 Lives 
Alien Breed "92 
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Did you know that a few of the 
complete PD games we've given 
away on our coverdisks also have 
cheatmodes? No? You do now... 


if Behe 
ee ee 


ura Reel ee 
Beisel tale eae tel mela ell 


out there may be having a few 
Pe] Eee] els) ata 
im ett Sia Peel lees ae 
Eas Mee le 
brilliant cheat mode _ which | 
allows you to skip levels. | 
All you have to do, after | 
pressing fire to start the game, is | 
press ‘P’ during play and com- 
ee 
you've successfully recovered all 


the disks, the computer will ask 


ese eee eee) ele ee 
should type LEVEL followed by 
ue se a ce 


skip to. 


PACMAN DELUXE 
re ak 

ee ee ee de) 
Ipswich has come up with a 


cheat for the best version of 


Serie mae ate 


It goes something like this. | 
On any maze, eat up the ordinary | 
Em CR meg sles Le 
sje el aoe aes) | 
Then munch the power pills one | 
PUA Meme Te 
anything else in between except 
for the blue ghosts). You'll now 
be whisked to a special bonus 
oo Me Mu irl (Reema las) (ac) 
STC M tml Me ace 
eee leaQmcel le ee mmc) 


} you) then you'll be rewarded 
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levels is that if you lose a life 


eRe el mater 
| game without actually going one 


life down. 

















MAY 1992 - 


JUNE 1992 

ON THE DISKS! Playable demos of Indy IV 
arcade game, Pushover and Striker, FiGP 
cheats plus two PD games: Team 17's 
Waggle-O-Mania and Galaxians! 

i D! Premiere, Zool, Galactic and 
Rookies! 

REVIEWED! Sensible Soccer, Jag M220, 
izkid ard 


Floor 13, The Addams Family, 
TipnboT Complete player's guides 

ED! Com layers guid | to 
Harlequin and Fi GP and the second part of 
the Shadowlands solution! 
PLUS! Team 17 interviewed plus preview 
round-up! Free Ocean badge! 


JULY 1992 


ON THE DISKS! Playable demos of Red Zone 
and Galactic plus FIVE complete PD games: 
Battlements, Dragon Tiles, Tron, 

Oo ) Race and Hollywood al 

Wi D! Lotus 3, Wing Commander and The 
Carl Lewis fpr 

REVIEWED! Lure of the Temptress, Monkey 
Island 2, ishar, Striker, Championship 
Manager and many more! 

TIP | Player's guides to Parasol Stars, 
Epic, John Madden Football and Eye of the 
Beholder 2! 

PLUS! The One games challenge! Free Dune 
poster! 


AUGUST 1992 - 


SEPTEMBER 1992 
ON THE DISKS! Playable demos of Premiere, 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 
WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2! 
REVIEWED! Premiere, MegaTraveller 2, Guy 
Spy. Fascination, Shadow of the Best 3 and 
many more! 

IPPED! Player's guides to Graham Taylor, 
Civilization and fire & ice (pt 2) and the on- 
going complete solution to Monkey Island 


OCTOBER 1992 
ON THE DISKS! Three disks this month, con- 
tar ne Ennyante demos of Assassin, KGB 
a ree plus 2 PO games: Cybernetix 
and Sub Attack! ” ™ 
WIPPED! The Chaos Engine, nds Of 
ae the final instalment of Frontier: 
REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool, Troddlers and many 
more! 
TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
ape of the Monkey Island 2 solution! 

LUS! Those end-game sequences revealed! 
Westwood Studios interviewed | 


NOVEMBER 1992 

ON THE DISKS! Playable demos of The 

Chaos Engine and Lionheart plus five PD 

— Revolution, Bridge Ball, Flag 
atcher, Biplanes and Tank Attack! 

WIPPED! Street Fighter 2, Gunship 27000, 

Darkmere and Desert Strike! 

REVIEWED! Wing Commander, 

Shadoworlds, Road Rash, Curse of 

Enchantia, Legend of Kyrandia, Assassin 

and many more! 

TIPPED! Complete solution to Hook and the 

second part of the Eye of the Beholder 

solution! 

PLUS! Sensible Software interviewed! 
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SIE Cet Bee mec mel ae 
eC CC ee ee 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 
STD tae Ct eee ts 
Ve ee se 
SE el 
TT TM te egy 
UEC Me ah et eel rd 
COT EU et eo ett Balmer 
listed all those lovely issues of The One stretching back 
UC a me eu i lal let 
of their contents. Be warned that many of them have 
eM et 
Pe mee te ees eel) | 
cheque/postal order for the required amount and send it 
to: The One Back Issues Dept, Tower Publishing, 
Er a ee ea reel rd 
LE16 SEF. For more info call: (0858) 468811. 


DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
soccer V1.1, No Second Prize, McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Supertrog, Star Trek and WWF 2! 
REVIEWED! Legends of Valour, No Second 
Prize, McDonalds Land, BC Kid, Nigel 
Mansell, Lethal Weapon and many more! 
TIPPED! Player's guides to Zool, Putty and 
Wizkid plus the last part of the Eye of the 
Beholder 2 solution! 

PLUS! The 41200 revealed! Richard ‘Mr 
Music’ Joseph interviewed! 


JANUARY 1993 

ON THE DISKS! Psycho Game - 4 complete 
gome specially written for The One by 
Bullfrog - along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre- 
view of Archer Maclean's Pool! 

WIPPED! Microcosm and Dracula on CD, 
Dune 2 and Superhero! ~ 

REVIEWED! In z IV graphic adventure, 
Street — , Cool World, KGB, 

Wa 4and many more! 

TIPPED! Player's guides to Assassin and 
Wing Commander, the start of a complete 
Legend of Kyrandia solution and a 
complete solution to Dizzy: Prince of the 
Yolkfolk! 

PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons cover! 


FEBRUARY 1993 
ON THE DISKS! Playable demos of Darkseed, 





perhero! 
WIPPED! Space Hulk, Chuck Rock 2? and 
Ambennrcan! 
REVIEWED! The Chaos Engine, Dragon's Lair 
3, WWF 2. Darkseed, Sleepwalker and many 
more! 
TIPPED! Player's guides to Street oe i, 

Fi 


Universal Monsters and Su 


Sensisoccer V1.1, Sabre Team and Fireforce 
plus the on-going Kyrandia solution! 

PLUS! Commodore's ex-boss Kelly Sumner 
interviewed! 


MARCH 1993 

ON THE DISKS! Playable demos of 
Supertrog, Flashback, Prime Mover and 
Woody's World, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody's 
World, Ishar 2, Blastar and amny more! 
REVIEWED! Body Blows, Lionheart, 
Flashback, Transarctica, Walker, Lermmings 
2 and many more! 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy Iv 
adventure and Future Wars and the last 
part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A1200 
now! Dino Dini interviewed! 


APRIL 1993 

ON THE DISKS! Playable demos of FA 
Premier League (collector's item!), 
Abandone Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPED! Batman Returns, Cyberspace, 
oe Pond 3, The Lost Vikings and many 
more 
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REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Places 7, Desert 
Strike and many more! 

TIPPED! Complete solutions to Darkseed, 
ep, coms Lair 3 and Indy lil, plus the start 
of player's guides to KGB and Bill's Tomato 
Game! 

PLUS! X-Wing on Amiga revealed (but it's 
actually an April Fool's joke). 


MAY 1993 - 


JUNE 1993 

ON THE DISKS! Blaster!, a specially-written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Bubba ‘n’ Stix, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 

REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more! 

TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 

PLUS! We tell you how to get into the soft- 
ware business! 


JULY 1993 - 


AUGUST 1993 

ON THE DISKS! Trex Warrior, a full game 

from Thalion written specially for The One, 

plus a playable demo of Ishar 2 and Snakes 

and a complete PD game: Wibble Worid 

Giddy! 

WIPPED! Total Carnage, TEX, Beneath the 

Steel Sky, Utopia 2, Brutal Sports Football 

and many mare! 

REVIEWED! Deep Core, Sim Life, Whale‘s 

Voyage, 1865, Battle isle “93 and many 

more! 

TIPPED! Player's guide to Dune 2, Gunship 

2000 and Reach for the Skies, the 

Abandoned Places 2 oe solution con- 

tinues while the World Of Legend solution 

starts! 

on The CD22 is unveiled! Arnie’s raw 
eal! 


SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba ‘n' Stix, Fili7a Stealth 
Fighter 2, Deep Core and Suburban 
Commando! 

WIPPED! Last Action Hero, Micro Machines. 
Alfred Chicken, Theatre of Death. Seek & 
Destroy, Oscar and many more! 
REVIEWED! Soccer Kid, Hired Guns, Diggers, 
Premier Manager 2, Yo! Joe!, Blob, The 
Patrician and many more! 

TIPPED! Complete player's quide to 
Syndicate and War In The Gulf, a complete 
solution to Transarctica, the start of an 
ishar 2 solution, the ongoing Abandoned 
Places 2 and Worlds Of Legend sagas! 
PLUS! More CD32 into! 


OCTOBER 1993 

ON THE DISKS! Playable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat, Dreamweb, 
Elfmania, Evolution, Wonder Dog, Fi and 
— more! 

REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete player's quide to 
Diggers, Beastlord, Wibble World Giddy, 
The Patrician, Goal! and more on the Ishar 
2 and Worlds of Legend solutions! 

PLUS! it's ECTS time again! 
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TOTAL PACK VALUE: £63482 
LESS PACK SAWING: £405.82 


SILICA PRACE: Gavi. 
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TOTAL PWC VALUE: 257324 
LESS PACK SAVING: £354.54 


SILICA PRICE: £219.00 
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Alussian game Tetris is wchenhy 
regarded af its best or 
Garne ea ary, fees Foe Deen 
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A019 - WEIRD SCIEMCE - Excellant 
quality pictures: making the best of ihe 
new AGA chipset. iA rae Hlecion af 6 


The wields 
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The big boy in charge may have reduced PD 
Zone to a measly two pages this month, but 
all that means is you'll get nothing but the 
best, the cream of the PD crop, as Matt 
Broughton looks at the latest in Public 
Domain releases... 


This wins the ‘Go Out And Buy It 
Now Award’ for the month of 
November as far as I'm concerned. | 
sat down on Tuesday afternoon with 
the intent of ploughing through all 
the PD newcomers, loaded up 
Artillerus 2 and found myself still 
playing it well into Wednesday and 
beyond. (I noticed - Dave.) 

Just in case you're not familiar 
with the simple two-player game 
Tanks I'll give you a quick brief. 
You're one of two tanks sitting ona 
landscape with a simple task of 
killing the other tank. To do this you 
set your trajectory and the power of 
your shot, press fire then sit back 
and watch as you shell arcs through 
the air towards your enemy. By trial 
and error you gradually get more 
accurate until that satisfying 
moment when your opponent 
explodes in a rain of twisted metal. 

Okay, now take this very simple 
idea, throw it forward into the far 
future, base it on the Moon, Mars or 
good old Earth and give the tanks 
super weapons and detence sys- 
tems. Huzzar! Now you're getting 
the idea. The major improvements 
here are that now you can play with 
up to eight opponents on-screen, 
being anything from human- to 
computer-controlled tanks of vary- 
ing intelligence. 

The best enhancement, though, is 
without doubt the incredible num- 
ber of weapons on offer. You still 
have an unlimited number of stan- 
dard shells, but you can now pur- 
chase special missiles available from 
the shop before and after each level. 











The shell effects range from simple 
and nasty to abstract and even more 
nasty. For example, why not use a 
small nuke to leave your opponent 
in a huge crater, then fire a flood or 
napalm shell into the hole - ah-ha- 
ha-ha-ha! 

You can also fire special crystals 
which will grow on the landscape 
and form barriers and bloeks, as well 
as diggers and moles which will tun- 
nel away until they home in on a bad 
guy. You can also make use of defen- 
sive systems, including shields, 
hyperspace, boosters, jammers, etc, 
but watch out for static snow and 
hellfire as they'll all eat away at you, 
leaving you naked and exposed. 

I've only mentioned about a sev- 
enth of the weapons available, so 
you can imagine that most of the 
fun initially comes from finding out 
just what each thing does. Abso- 
lutely brilliant and excellent fun, 
especially with a few mates. Get it 
now. 








“Don't judge a book by its cover" Is 
most definitely the case with this 
game, which sadly has nothing to do 
with Derek Batey's TV programme 
where married couples were asked 
to be “nice to each other”. It really 
looks quite appalling but give it a bit 
of time and you'll discover it actual- 
ly has a decent amount of gameplay 
to offer the humble PD peruser. 

It plays much like a 2D version of 
the oldy Head Over Heels, with two 
characters being used to help each 
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other across a riber of screens, 
each with their own hazards or puz- 
zles to be passed and completed. 

The two characters have unique 
abilities (shades of The Lost Vikings 
here) such as Mr-being able to turn 
on lights and use levers, while Mrs 
can collect keys and open doors. 
They can stand on each other and 
you'll never spend too long as one 
character before you need to swap 
back and make use of the other's 
specific talents. A training mode has 
been included which acts as an 
excellent introduction to the way the 
game plays, deliberately putting you 
in positions where you need to make 
the most of the unique partnership 
to continue. 

The game is quite cruel to begin 
with, trapping Mr and leaving Mrs 
to do as much as she possibly can 
without the aid of her hubby - the 
immediate problem being that you 
can do none of the things that 
require Mr's abilities. But help is at 
hand. If you collect a teddy bear 
your characters will swap places, 
allowing you to retrace your steps 
and perform the actions you were 
previously unable to do. 

It's all very Simple and, though 
looking horrendous, is actually quite 
good fun to play. Definitely worth a 
look at. 


It's not very often that | pick out a 
puzzle game to feature in PD Zone, 
but I've made an exception here 
because this one caught my eye. 
Though looking like just another 
Tetris variant, this game actually has 
more in common with the old puz- 
zler Pentominoes, where you have to 
complete a rectangular ‘jigsaw’ by 
joining eae specific shapes. The 
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game’s main appeal to logic puzzle 
fans is the incredible number of vari- 
ations possible given that there are 
only about a dozen pieces. 

Trax takes a bit of both Tetris and 
Pentominoes and makes a couple of 
new games out of them, the first 
being a very straightforward affair 
where you have to fill the box using 
the shapes thrown at you. You have 
no warning of the shapes on their 
way and need to place each shape 
while under a very strict time limit, 
‘shown as a receding bar at the base 
of the screen. 

Complete the screen and it's 
bonus time and then straight onto 
the next level which is, need | say, 
faster and harder, with more and 
more awkward shapes arriving on the 
scene. If you drop a shape while it’s 
overlapping another shape you lose 
a ‘life’ and that shape is discarded. 
Nice and easy (but not very). 

The second game type is the more 
appealing of the two and involves a 
bit more thought that the first. In this 
game you are still presented with 
shapes of varying size, but now when 
they are placed down they turn into 
gems. 

If you can complete a box of any 
size or shape, the gems included will 
disappear leaving the board that 
much clearer. This is still under a strict 
time limit, but now when shapes are 
layed overlapping they change into a 
darker gem. To clear these gems you 
need to complete a box of that 
colour... and so on. There are four 
colour stages and any further over- 
laps will cost you a life. 

This is a very simple idea trans- 
ferred well to the Amiga, and makes 
for an excellent little brain strainer for 
anyone who doesn’t get a challenge 
from collecting apples with a snake (I 
think you know what | mean). 


OVERALLE-}E9 








og ee a 
aie = | ee . 


ES ae 


BES EBER ES 
MUSIC 


Pee ees 
TTTiTiTtT + 
‘iia oe 
id Ladi LL airs 
ee ee ee ee ee ee | 


LETC PRET EE eT eee eee eT 


be eh 


SF 


i Se) | 


a 
F | 
| 
i 
a! 
= 
<a 
~ 


ee ee a a a es ee 


eae net 


Tm Pee 
Tomer taste yy 








MOTOROLA .. 
INVADERS 2 


A Space Invaders clone being 
reviewed? You must be mad! Yes, it's 
true but what a corking clone it is! 
This is an A1200-only PD release 
which, as far as | can remember, is a 
bit of a speciality in itself, but clone 
or not this is stunning. 

Just for a change someone has 
done exactly the opposite to every- 
one else and tried to make Space 
Invaders more simple than it usual is. 
You'll find no huge weapon power- 
up icons falling from the sky or end- 
of-level guardians six screens big 
here, Oh no, all you get are simply- 
drawn virus bugs that will do their 
very best to sit on your head given 
half a chance. They swarm about in 
a rather menacing way and, in hon- 
esty, you'd have the life expectancy 
of a glass cymbal if it wasn't for your 
good old laser base. 

The invaders don't actually fire at 
you but when killed they fall from 
the sky and will take one of your lives 
should they crash into you. You 
might think that this wouldn't be a 
problem, but there are just so many 
of the little sods that they soon start 
to swarm all over you and panic can 
set in unless you stay alert. The for- 
mations range from the good old- 
fashioned ‘line and rows’ to random 
swarms that will suddenly break off 
and attempt to land - something else 
that will take a life. 

After every few ‘normal’ levels, 
you will need to take on the huge 
kangaroo virus which will split Pang- 
style into smaller bugs until the 
screen is cleared. You need to 
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aneroach these sections in an Aster- | 


oids way and concentrate on clear- 
ing small lumps rather than just 
shooting everything and leaving 
yourself with a screen full of bounc- 
ing bugs. 

The sound is the most incredible 
thing here with a full stonking sam- 
ple of an excellent rock track (sound- 


ing a bit like Faith No More, or ij 
Soundgarden) that pumps through- [ 
out along with the screams of the © 


murdered bugs. If you fancy a simple 
blast but are bored with the normal 
Invaders clones then have a look at 
this. 
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MR MEN 
OLYMPICS 


Left right, left right, left right. Ah, 
those where the days. No, not being 
in the army - I'm referring to having 
to buy a new joystick every weekend 


| because of joystick-waggling games 


: | like Track & Field. These games once 


=) on with it! - Dave) .. 
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| made joystick manufacturers a for- 


tune, and Mr Men Olympics will do 


>) the same. 


1 used to collect Mr Men books 


7 when | was a child, you know. | had 


Mr Tickle, Mr Silly, Mr Messy... (get 
.oh yes, and Mr 
Sony Well me w thay all are, oom 








saa euloirtel on your Amiga, in 
what has to be the silliest game 
we've seen on PD for quite some 
while. You can play against up to 
eight of your mates across a number 
of events, such as a javelin tourna- 
ment where Mr Tickle has to throw 
Mr Thin by Tirst running as fast as 
possible and then Mr Thin furiously 
flaps his arms to get that extra dis- 
tance. | think you get the general gist 
of things. 

Mr Rush takes over when it comes 
to simple races such as the 100m 
sprint while Mr Nosy attempts the 
pole vault, the only difference being 
that he uses his nose to launch him- 
self into the sky. Mr Strong gets your 
joystick a-wagglin’ in the weightlift- 
ing tournament, while Mr Dizzy gets 
to grips with the hammer. 

| think you get the idea anyway 
and it all looks extremely nice, so if 
you fancy a semi-silly waggle, send 
your money now and ask no further 
questions. 





i YOU'RE LOOKING FOR LOVE... 
Send your folding stuff to the following 





Essex $51 2YD. 


* PD-Soft, 1 Bryant Ave, Southend-On-Sea, 


«17 wit ‘secon wa sta wr Offices, 2/8 











OFFICIAL AND CRUCIAL GAMEWEAR T-SHIRTS 





eagle ee ee mS 


sy 7 TREK 
by ed SPACE | ‘el 




















a - hk. 
lt os oe | ie 
i ty r f. a 

ee iy o 
| | B qi 
en ey zs — 

Led =f) ee] = tf o 

rae aE a ioe) 

ea \ nel 





Spide rman 


TITLE - CHRISTIAN, MAME - SURNAME 


ADDRESS 


(The 
——————————————————————— — Si rren 


Cjuorks Box 


POSTCODE * DATE OF BIRTH 


are 


| Fi nd @ nclo sad 0 che slg a cut 4 we oe . oo oe = iat 
BLS IIE S ALTERNAT rN ves AT Di, a Ser mueme £2 SCLMCL. SO cvemecn 
20, | BRISTC rR OF LOY |re ner ba 
mea nd address cleo ahi on ‘the 
al card. oO VISA ri ACCESS 


CHEST | SHEES 5 ARE 
bd T pre 


wi mi iia OF 
7 
! es ns approx 


Lie ins apeere 
Expiry Date I Bien se ane 


| Placing your order, 


= = = = =: a eT w 

cm | ‘ — i = — —— | = ee | ce = ro _ i ie 4 iRcd oe || | "i _ 
Bi Lo eo bbe 2 ee ee ee ee ee a: 2 ee ee oe ee i) ee 
ine aa! fe 7 


SMe 
WAC be 
LW LLL 
INTERNATIONAL 
ibaa Ls 
ine ¢ Te 
Te a 
TLL OE 






Mane 
AU ma ema a 
MER 
WEAR COLLECTION aN 
WU SARS bt ee a 
biel OF mn 
MU La 
UE ame AL a 
Mia Aa ed a 
Hema ee 
TAMU el 
time U ama ee LL 
Mada L 








BEAM ~~ 7 
/ = et een Th i Ce Ce 





ORDERS ARE NORMALLY DESPATCHED WITHIN 7-10 DAYS 
aT rit UP TO 28 DAYS FOR DELIVERY. 
ae Ce UU kT 






PHONE OU us wt ett eu ed 4 





Diary Of A Game... 
THE MONTH IN BRIEF 


Hi and welcome to the very last part of the Alien 
Breed Diary. Things are really hotting up now. 
The beta test version is now being playtested and 
tweaking is commencing. There are only a few 
things left to do - the box is already done, the 
speech is in there and everyone can't wait to play 
the final version... It's amazing but by the time 
you read this, the game - barring any excruciat- 
ing last minute catastrophes - gy 
should be actually on the shelves! 
Besides that we've spent much 
of the month taking the p’ out of 
Andreas due to the fact that 
we've heard that Sweden has 
begun exporting jewellery made 
out of... moose droppings! We 
haven't laughed as hard for ages. ) 
It reminds me of that episode in Black Adder 2 
when Percy invented Green! “And it is with trin- 
kets such as these, and here - a ring...” 
Anyway, here’s a round-up on what's been 
going on down on the Alien Breed 2? farm. 
There's been no real need to give a day-by-day 
account (getting lazy, Martyn? - Dave) as devel- 
opment has been solid all month and best 
described in detail by each person. 





ANDREAS ‘MR CODE’ TADIC 


Andreas has been working his little cotton socks 
off in order to get AB2 in by deadline - a word 
which everyone despises. But if we didn't have a 
deadline, we wouldn't have a game this side of 
Chrimbo - and let's face it, you've waited long 
enough! 

Most of the month has been spent getting 
both players up and running about, firing off 
their assorted weaponry, compiling all the levels 
together, inserting the weird and wonderful 
speech and soundfx and a-tweakin’ ‘n' a-testin’. 
The results of all this is that the game is border- 
ing on ‘nearly finished’ and we're all looking for- 
ward to hitting the deadline date and getting 
the game on the shelves. We can only hope that 
eM really enjoy what we've come up with. 

Andreas has managed to banish all of 
( 1 sy the major bugs that had been causing him 












Who's been a busy beaver this month then? YUp, | 


no end of stress. The return of the ancient scroll 
bug wasn't fun but was soon found and exter- 
minated resulting in relief all round. The sound 
FX and speech insertion took around three days 
although it'll probably be a few more days 
before we are completely happy with it, but 
that’s down to playing it and tweaking various 
volumes, priorities and so on. 

AB? has double the number of aliens on- 
screen compared to the original and this time 
they move quicker and some even 
= fire at you. Add to this the various 
laser systems and wall-mounted 
turrets and you have some amaz- 
ing action! Add to that increased 
sprites for player weapons and 
you have arcade quality blasting! 


a And with all this going on, there’s 0 


no slowdown at all... The end-of- 


game doo-dah is over half a screen wide and 112 | 


pixels high and that's some BOB! 


Not that all this work has kept our Andreas | | 


from his hectic social life... Oh no! Far from it! 
Despite dallying with the fairer sex (or women, 


as they're more commonly known), he's also J 


been interviewed on Swedish radio and man- 
aged to wake up in many different homes all 


over the south-eastern region of Sweden. | just | 
don't know how he does it. Worse thing is, he's | 
coming over to blighty for a week when all this J 
is over to spend a week with us in Wakefield, so § 


look out West Yorkshire. Lock up your daughters 
- the Vikings are coming! 
Oh, and a little dicky bird told me that 


Andreas, whilst under the influence of Olof- 
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And now the end is near. After six gruelling months of hard work 
Alien Breed 2 is almost ready to be unveiled on the eagerly- 
awaiting world. Martyn Brown wipes a tear from his eye in this, the 
final instalment of our need-we-remind-you-TOTALLY-EXCLUSIVE 


strom's pizza-shop brew, said 
that apparantly some guys at 
IBM's technical labs in the USA 
have actually managed to tele- 
port mice around the office... Ha- 
ha! Andreas apparently sees this 
technology as the future of video 


gaming... Oh dear... 


This story was completely 
taboo and not to be mentioned 
in the Diary at any costs. Sorry 
mate - it was too good to miss. — 
Cries of “You what!", “What's he 
been on?” and “Is he right in the 
have been echoing 
around here for some time, | can 


head?” 


tell you! 
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RICO ‘MR LOOKS’ HOLMES 
Rico has also had his work cut out this month, 
mostly due to the fact that he’s been enhanc- 
ing the graphics for the AGA version. Notice that 
most of the screenshots seen in this diary have 
been the 32 colour versions - amazing, huh? 
Well, we think so. This has been done and the 
AGA edition features nice floor patterns, better 
colours, smoother shading and general improve 
ments all round. He's also been working on the 
different character portraits and several of the 
level intro graphics such as the one for the Civil- 
ian level featured in the Diary this month. 

Rico’s been forced to use his 24-bit TVPaint 
package to do the AGA graphics as he reckons 
that DPaint AGA just isn’t up to the job (sorry 
about that, EA). [Rico went on to give me a full 
report of why he didn’t use DPaint AGA but | 
won't bore you with it and I'll pass it on to the 
techies at EA,] 

He's also been busy rendering 3D images and 
then touching them up (if you'll excuse the 
phrase) with his 24-bit paint packages ready for 
suitable inclusion in the game. A1200 owners 
needn't get excited, though, as we aren't using 
any hi-res HAM 262,000 colour images. They're 
a tad disk/memory expensive at 300K+ so A1200 
owners will just have to jolly well make do with 
256 colour versions instead! 

| called up Rico to get the low down on the 
month's juicy gossip and all that he'd been up 
to, but when he answered he'd just got out of 
bed and the best I'd got was “eh... wot? 
hummm..” Oh well never mind - that’s what you 
get for waking someone up at 3 o'clock in the 
afternoon. Lazy git. 

Rico also took a week off to help us out with 
some graphics for Body Blows Galactic because 
our Norwegian artist, who did all the backdrops 
for the PC/A1200/CD32 version of Body Blows 
has vanished down the fjords. But he's back on 
the Breed case now and hoping to have every- 
thing completed shortly. He'd better do. (That's 
Martyn being menacing.) 





AL ‘MR TUNES’ BRIMBLE 


Allister has been tweaking his Breed 2 sound 
effects and messing around with the speech - 
which is more or less all complete now. The 
speech is of fantastic quality on the A1200 - 
absolutely crystal clear and all the sounds, 
including speech, feature reverb (a flash name 
for echo) on the 41200. A500 sound FX will have 
to be cut down somewhat, although we're con- 
fident that they’l! be at least as good as the orig- 
inal effects. The speech will have to be chopped 
a little, so it looks like the super reverb effects 
will be dropped on the A500 too, but it’s all 
down to available memory at the end of the day. 

I'd also like to say that Allister has done us 
proud once again, as is always the case on our 
stuff, and we would like to thank Lynette Reade, 
the original voice of the Intex system, for once 
more providing us with stunning vocal effects. 

The sound FX sound brilliant within the game 
but some need minor tweaking and changing as 
some volume levels are too high, some too low 
and others have got the incorrect priority. (All 
sound FX have a priority value which tells the 
soundplayer how important it is to play them, so 
if two FX are requested at the same time the 
most important one gets played - this is crucial 
when we only have four sound FX channels and 
we want optimum sound quality. 

Allister has been doing all manner of 
spectacular things in order to achieve the 
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etfects, for instance, the splat sound of ammo 
hitting an alien was gained by lobbing a hot 
water bottle at the wall! | won't go into how he 
got some of the weirder effects, suffice to say 
he used his aural exciter quite a bit. 


Yep, I'm okay now, well, er, sort of. After suf- 
fering from some kind of “kick-back” exhaustion 
or whatever from the September ECTS, I'm busy 
trying to get everything together for Breed 2, 
amongst a glut of other things. 

I'm in the middle of moving house too, which 
is always a stressful experience and with three 
or four major titles of ours nearing completion 
and requiring my undivided attention, it's been 
a real go-go-go month. 

The ECTS was good fun, our stuff going down 
very well, what there was of it to see, and the 
nightlife was great, as 
usual - a big thanks to 
lan and Paul at Ocean 
for the ticket to that 
smart rave-up... | won't 
go in to all the gory 
details, but suffice to 
say that a number of 
influential editors, 
deputy editors, staff 
writers and so on got 
rather carried away and 
resorted to stripping 
off... I'm just pleased that no cameras were on 
hand - and so too do Dave, Simon and Matt 
methinks... 

Apart from waking up fully clothed in the 
bath in our nice West End hotel, the highlight of 
the show was undoubtedly the new EA Soccer 
on the Mega Drive.. Cor! (Whoops, I'm not sup- 
posed to like consoles, am |?) Back in the office 
we've had no end of calls about the CD32? and 
what we'll be doing on it, when we're doing it 
and what colour CDs we'll use. | suppose buyers 
will be in a dilema with the shortage of software 
knocking around.. but don't worry, we'll get 
some done and we won't let you down. 

We're also going to convert AB2 to the Mega 
Drive - note convert. The Mega Drive won't be 
able to handle all the lovely digitised speech/sfx 
and the 41200 will be a much better version (as 
you would expect), but it won't be available for 
quite a while. 





| also read a letter in The One regarding our. 


gratuitous violence in the shape of mutilated 
bodies. We still haven't decided whether to 
include these or not. | still don’t regard com- 
puter graphics as particularly graphic and liable 
to cause kids distress, but if people are going 
to take exception to it then we will remove them 
- we certainly aren’t into doing something for 
cheap coverage or publicity (well, | am but that's 
another story). 

It's a funny thing but I've been working with 
the PC guys converting the original version of 
Breed to the PC and we're really happy with the 
way it’s going. But when | look at Breed 2 on the 
A1200 it looks pretty dated! We've got up to 16 
aliens on-screen at once on AB? (there are 6 at 

most on the PC to avoid slowing down on less 
powerful machines) and this time they fire, 
speed up, slow down and so on... It looks 
like we won't bother to convert AB? to PC 





as it just couldn't hack it - although you'll get 
some PC owner saying that his 50 Mhz 486 with 
super fast Imeg VGA 24-bit Super-Gravis-Wot- 
sits sound doo-dah will be able to do it. Okay, 
so it probably could, but because a rig like that 
would set you back about £1,500, no-one in 
their right mind would pay that kind of dosh 
to play AB2 when you can go and buy ah A1200 
for 20% of that price! 


The atmosphere at HQ is reaching fever pitch, 
with AB2 nearing completion and the ad‘s doing 
their stuf in all the popular Amiga mags (I never 
thought we'd ever do any ads - still, they're only 
small ones). 

The box is more or less finished, although 
there's been some debate about the use of 
roman numerals in the title rather than the digit 
2 - it looks like the roman numerals will be stay- 
ing though. The artwork 
we've settled for is an 
| updated version of the 
| original, only much 
brighter, wetter and 
much more = slimey. 
You'll see it clearly on 
the shelves, believe me, 
it's a nice bright blue! 

Everyone's gearing up 
to launch and we're qget- 
ting close to taking the 
game around the maga- 
zines and sorting out demo versions. We're 
also all giddy because our latest budget release, 
Qwak, managed to make it a Team 17 1, 2, 3 
and 4 in the gallup budget charts - something 
we're really proud about. Thanks to everyone 
who supports our budget range! 

As this is the last part of the diary (which is 
really jolly good news for me, | can tell you) I'd 
like to thank Dave and co. for having us over the 
last 6-7 months (it seems like years) and most 
of all, thanks to you for reading and hopefully 
enjoying all this useless banter. All that's left is 
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for you to go out there, grab yourself a piece of 
our alien action and get blasting - but give us at 
least a month before you start calling and asking 
for Alien Breed 3, because we're not doing that 
next and we currently have no plans to (although 
we've thought about Alien Breed 3D!). 

I've just about enjoyed compiling this diary 
and it certainly makes for interesting reading on 
our part, although it's been a struggle meeting 
the deadline for the last few months. Fortunate- 
ly the game should be available by the time you 
read this and only then will we know what your 
reaction to it is, but judging by the people I've 
spoken to, you should all be well chuffed with it. 

We've more or less stuck at what we set out, 
we have had to make a few compromises along 
the way, but nothing that's detracted from the 
fast moving action game you all expected - we're 
all very happy with it! 

On behalf of the Team 17 Breed 2 team and all 
the backroom boys'n'girls at Team 17 HQ, 
thanks, goodbye and have fun. 

“As the shadow lifts from the dropship, you 
tind yourselves on the barren landing pad in the 
middle of the troubled base. You must find your 
way into the Civilian building (Entrance 1), direct- 
ly north of your present position. Negotiate your 
way around the fences and supply conduits to 
reach your goa. Automated security choppers 
have been alerted. Take care”. 

See that mission? That's your first mission, 
that is! 

Seeya! 
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Poco know. 


J)FEATURE 


In a quiet moment 
have you ever won- 
dered: How do Dave, 
Simon, Matt and 
Jenny produce the 
magical, ever-so- 
slightly mystical 
magazine people are 
already calling 'The 
One’? 

Okay, so as 
questions go it may 
not rank up there 


with ‘Is there a God?’ | 


or ‘How long is a 
piece of string?’ but 
we don’t know the 
answers to them. 
But we do know the 
answer to the other 
question. Yes, what 
with so many rival 
mags doing features 
on how they review 
games and so forth, 
we've decided it's 
about time we let 
you into a few of our 
innermost secrets. 
Here you'll discover 
just what we do to 
bring you The One 
every month. It's a 
no-holds-barred 
account of life on the 
cutting edge of 
Amiga games 
journalism. Be 
warned: This hard- 
hitting, explosive, 
and vaguely self- 
indulgent expose is 
not for the faint- 
hearted but we think 
_ that you, the pub- 
® lic, have a right to 


OLA Sith no sign of Dave just yet, 


ee Tae la lamella 
daily ritual of arguing about 
who's the best. This is an embar- 
CEST eT helmet) seeks Le 
with which both participants 
insult each other using a high 
command of the English language 
Fe Mee eee 
ee) Mis ma Mats eae Cora cee] 
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US ee 
not respond with “git.” And the 
winner is: Jenny because she 
doesn't succumb to these tedious 
‘manly’ jibes. Such jolly japes are 
common here at The One, as 
Tree |e) mem (ale me ae 
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fessional roles and mosey on down to the | 
See CRU AU see Ree) Sem 
fee and a laugh. “So | said to her,” outlines Dave 
as he relives last night's curry, “You never did’ 
and she said ‘! did’. So | said ‘You blummin’ well 
never’ and she said..." Chortle, chortle, go the 
er mem ee 
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the day by sorting through the morning's post. Everyone, that is, except 
David who is late (as usual) due to a heavy curry ‘incident’ the night 
before. Matt spends the next half an hour sorting through the compo 
eT a 
gre amount of post he receives consists mainly of letters from Hollywood 
PEC ae eee ee me ela 
desparate bid to look popular. 


| PP yave arrives - looking none too perky - and the three workhorses return 
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| to do anything. Broughton, | want a strong coffee with one sugar - pron- 


to. Jenny, sit there looking lovely, will you?” The office falls rapidly silent, 
save for the almost inaudible comments of, “fat b'stard," fram Simon, 
“power-hungry git,” from Matt, and, “does anyone want me to teach 
them to knit?” from Jenny. 


‘offee break over and the workers’ whistle reminds 
Yee Dave that he shouldn't really be too jovial to his 
troops. “Right, you ‘orrible lot,” he exclaims, “| don't 
PET anemia mellem eee le mete 
water's served at one. Now, quick... march!" When Jenny 
Seem ee ee ees ae 
eM meter meer om Rac Cee 
put her in the secure holding pen with the raptors before 
mumbling on about what life was like during the War. 
And dribbling down his shirt 














he twelve o'clock deadline for 
| reviews and designed pages 
ems M ir late(e mel moe BED eme le DE 
mes est me eet ae ee 
of inspiration. Seizing the chance 
iteMe Cebu eels ital a 
speak he sneaks off to the little 
Slee Me Cela Mee to ae oleae 
revising. Sourcing material like 
tae ME Mat aati ee = 
One's talentless journos and 
today is no exception. Having fin- 
ished his business, Simon rushes 
ee MORRO LU Mae ele 
ception of what not to do. Unfor- 
tunately, though, there's no toi- 
Csr) ee 


Aaiieee! An hour to go and no- | 
one has written any reviews! | 


Dave decides to delegate all fur- 
ther work to Matt who gets 
TUE LM eee eC el ar 
see, every game we review goes 
through a rigorous five minutes 
of play-testing where we see if it 
loads or not. This quarantees at 
least 80% if successful and any 
marks on top of that are allocat- 
ed depending on whether we like 
the PR person from the software 
Wee memes 


imon, Matt and Jenny 
Fimeander over to Dave's 


Bee mer Times ear 


um ee ee eee 
Eis mel ela) 


| break into tears, such is the 


ferocity with which Dave 
appraises all incoming pages. 
Jenny once slipped a copy of 


Put ee ea cme te bans 
| for proofing’ tray, stating that 


it was a layout for a painting 
PEL m ee Pr eae) eer 
back moaning that her mouth 
ewe Amadeus lat et ee 
ur) eae al ed 


Tle ae) ek eae 
Ee day: lunchtime. This is usu- 
ally spent next door in the City 
Pride pub with all our great 
showbiz mates. Tom Cruise, 
Jenny's boyfriend, is over at the 
moment, plugging his new 
UC CUM eee 
sie me eee Tee 
elute wert a eet ee 
bce im mE a ee 
ing singing tuition from Matt, 
and Dave's chatting to the 
stars of Grease and eating lots 
Smee eee ae 


round, in fact. 


Thirty minutes to go! Jenny 
hasn't laid out any pages yet so 
CMe) aer sls Ohman cas cia elie 
oRey ree sae eee ee 
gels see mee Elec 
way the screenshots are plonked 
EUG] ie Mate or ts | e ae et o 
BEDE BCU ee Mihi ma iadiare) 
and pasting every piece of text 
and screenshot onto a bit of 
ieee lee a Sa Eee 
tocopied and stapled together. 
Predator mite aan 
ing day a damn sight easier. In a 
ewe eee 
SE Mer lice) 


a from the pub, the team sit 


down and burp a lot. Two-and-a- 
half hours of the working day are left 
and Dave's getting a bit concerned 
CMe eC 1 ome a 
something to take his mind off things 
- Michelle Gardiner, our oh-so-lovely 
Advertising Manager, has popped 
down for a chat in between phoning 
up her mates and talking about boys. 


| Phew - that was close! Sixty sec- 
eMC Ree Cael sles 
made it. The finished issue is col- 
lected by a man from our printers 
and copied out seventy thousand 
ee eR Re ues eis 
old ladies using only biros. Then 
eee UB ee me, 
Gia eiaC teed eee emesis 
meme a a 
and delivers your own copy, 
which you see here now. 


an rer a ae 
EE eee ees 
eee | i de 


| there isn't one ‘EXCLUSIVE’ men- 


delat er 
earth's the matter with you? 


| Broughton, you haven't written 


the words ‘pixel-perfect’ any- 


ec ee el a 
ue eee 


Jenny, dearest, 
PM Mmicles ac mem MC Ce ae 
off some of the captions so that | 
Cm eM eee ea oe 
if you don't mind me saying, love, 


Not lang 
until we go 
item ela tere als 
it's time to 
ae els 
due ae 
CEE Tamme tes eke 
the only person intelligent 
Tel memset me ue 
FE a ke a 
STN] s] sr ee ee ae ee 
OTP MEM 
gs] | ee 
over to Jenny who works won- 
ee ee ee ee 


~ r, that’s it. We'll be doing 
Lael mam 
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Remember, remember, the 5th of November, gunpowder, treason and plot. 
How different things could've been for Guy Fawkes is only he'd had an 
Amiga. Rather than spending his evenings trying to blow up the Houses of 
Parliament he'd more likely of stayed at home playing Syndicate or 
Assassin, two games that would've been right up his street. But no, Amigas 
didn't exist in his day and instead he gave us a reason to stand around a 
bonfire in the freezing cold, watching Dad risking major injuries with a box 
of low-powered explosives. This is the Recommended section, by the way. 


Alfred Chicken 


Publisher Mindscape 
Issue Reviewed October 1993 
Memory 1Mb 

Price £25.99 


Although not as good-looking as some of the recent | 
flock of plattorm games, Alfred scores over many of its | ; 
rivals by simply being incredibly playable. There are 

tons of secret rooms and bonuses to find and, = 
generally speaking, you'd be hard pushed to find a 

better no-nonsense platform romp. aaa 


Se “fl 


eee 


Arabian Nights 


Publisher Krisalis 
Issue Reviewed April 1993 _] tte?) aes 
Memory 1Mb _ WEP ey Ty 
Price £25.99 


Yes, Arabian Nights is yet another platform game, but 
dont yawn and turn over the page because this one is 
really something rather special. It's fast, looks good, 
sounds terrific and plays superbly, but on top of that 
it's got some excellent ‘arcade adventure’ aspects to 
add a touch of depth. Smart stuff all round. 


Archer Maclean's Pool 


Publisher Virgin Games 
Issue Reviewed October 1992 
Memory S12K 

Price £25.99 


When Jimmy White's Snooker was released, the public 
lapped it up in droves. Archer has used the same game 
engine to produce a game which is arguably better 
than Snooker due to the fact that Pool is a more 
accessible and easier to play sport. lf you missed out 
on JWWS then you'd better pot this ‘un. 


Assassin 

Publisher Taam 17 

Issue Reviewed November 1992 
Memory 1Mb 

Price £25.99 


Assassin is a Strider-based arcade shoot-em-up which 
blows the rest of the rest of the feeble attempts clean 
out of the water, With perfect control, five massive 
levels, gorgeous graphics, inspiring sonics... Need 
| we goon? Assassin should be in everybody's 
software collection, now! 
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Battle Isle ‘93 
Publisher Blue Byte 
issue Reviewed August 1993 
Memory 1Mb 

Price B29.90 


Hf you like Battle Isle then you'll love this. It's basically 
more of the same but with an enhanced control 
interface ripped from Historyline. Once again you have 
to pit your armies of tanks, troops and spacefighters 
against the enemy hordes. For those of us who never 
thought we'd enjoy a strategy game it's a godsend. 


Body Blows 


Publisher Team 17 
Issue Reviewed March 1993 


| Memory iMb 
ai] Price £25.99 
. You've read the hype and we've had the phone calls 


but now, at last, Body Blows is here. And - yes! - it is 
better than Street Fighter 2. The graphics and sound 
are as excellent as you've come to expect from Team 
17, and the fumpin’ gameplay is fast and furious. Every 
Amiga gamer, beat-'em-up fan or not, will love this. 


The Chaos Engine 


Publisher Renegade 
issue Reviewed February 1993 
Memory 1Mb 

Price £25.99 


7 Its been an age in the making but the wait has just 


about been worth it. TCE is basically Gauntlet with 
knobs on - but what knobs! Computer-controlled, 
artificially-intelligant second player, music that 
changes with the action, RPG-like character 
development, the list goes on. Great fun, all in all. 


Chuck Rock 2 


Publisher Core Design 
issue Reviewed April 1993 
Memory 1Mb 

a) Price £25.99 


| CR2 stars baby Chuck Jnr in a perilous trek across 


loads of gorgeously-detailed and heavily-parallaxed 
scroily levels in an attempt to rescue his dad, the 
famed Chuck Rock. Although familiar platform stuff, 


, | the huge, imaginatively-drawn baddies and tongue-in- 
g Cheek humour makes this a winner. 


Combat Air Patrol 


Publisher Psygnosis. 
Issue Reviewed April 1993 
Memory 1Mb 
Price £29.99 


In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Combat Air 
Patrol. it's a flight sim with its eye firmly on playability 
rather than rigorous technical accuracy, 50 while it 
may not impress the sim hard-liners the rest of us will 
have a whale of a time. The 3D, by the way, is great. 


Desert Strike 


Publisher Electronic Arts 
issue Reviewed April 1993 
Memory Mb 

Price £29.99 


Definitely EA's best Megadrive-to-Amiga conversion 
yet, OS has you flying a state-of-the-art attack chopper 
around hostile desert territory. It's a thinking man’s 
shoot-em-up basically, with excellent graphics and 
sound and flawless playability. A classic, and actually 
better than its Megadrive inspiration. 


Dune 2 


Publisher Virgin Games 
issue Reviewed July 1993 
Memory IMb 

Price £30.99 


From Westwood, the people who brought you the 
equally recommended Kyrandia, comes this, a very 
playable and beginner-friendly strategy game in the 
Sim City mould. Harvest spice, fight rival Houses, 
become ruler of Arrakis and have fun. This is good 
stuff for strategy buff and novice alike. 


ere ae Pe a a 


Fireforce 

Publisher ice 

Issue Reviewed October 1992 
Memory 512K 

Price £25.99 


Yet another blast from the past, Fireforce has 
distinctly Green Beret origins. Who cares where it 
comes from when the end product is this good? 
Violence and more violence (with some distinctly 
realistic throat-slitting) make this horizontally scroller 
a game which you should hide from your granny. 


Flashback 


Publisher US Gold 
Issue Reviewed March 1993 
Memory IMb 

Price £25.99 


Flashback is from the French geezers wot brought you 
Another World. If truth be told it's not quite as 
stunning as that classic but it's a close run thing. The 
animation of your character as he runs, jumps and 
fights his way, Prince of Persia like, through the alien 
world is superb. A platiorm game fan's dream. 


Indy Jones IV (Adventure) 


Publisher US Gold 
Issue Reviewed January 1983 
Memory 1Mb 

Price £37.99 


Many consider Indy IV to be the best graphic 
adventure ever and thanks to its superb graphics and 
sound, multiple plot paths and marvellous atmosphere 
they're not far wrong. However, on Amiga the 
enjoyment is marred slightly by extreme slowness in 
places and some annoying disk swapping problems. 
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Goal! 
Publisher Virgin Games 
Issue Reviewed June 19923 
Memory 1Mb 
Price £25.99 
The game that would be Kick Off 3 is finally here and 
it's a scorcher! While not as instantly accessible as 
some of its rivals there's a wealth of options that you 
can toggle on and off to make life easier. In our book 


it's not quite the Sensi beater that some would have 
you believe but it's great nonetheless. 


Gunship 2000 


Publisher MicroProse 
= issue Reviewed July 1993 

Mamet 1 Mit 

Price 634.99 


Have we had to wait for this one! Don't worry, though, 
it's been worth it. Once again the ‘Prose people have 
come up trumps with what is undeniably THE 

| helicopter sim on the Amiga. Super-last contoured 
landscapes, wingmen, oodles of trepower and long- 
term challenge make this any flyboy's ‘must buy’ 


Hired Guns 


Publisher Psygnosis 

Issue Reviewed September 1993 

Memory IMb 

Price £29.99 

You may not think that you like RPGs but if so then it's 
likely you haven't played Hired Guns - it truly is an RPG 
for everyone. Using a Dungeon Master-style control 
system you must guide four futuristic mercenaries 


around complexes blasting all and sundry and solving 
puzzles. It's violent in the extreme - but great fun. 


Ishar 2 


Publisher Silmarils 

Issue Reviewed July 1993 

Memory iMb 

Price £29.99 

Yet more adventures in Arborea! The game engine has 
been tweaked and claaned up here and there, but 
technically it's not that much of a leap over what the 
first Ishar offered. All the same it's good, long-lasting 


entertainment, even if you can spend too much time 
wandering around lost. 


Jurassic Park 


Publisher Ocean 

Issue Reviewed October 1993 
Memory iMb 

Price £26.99 


7 An Ocean film conversion with not a platform in sight? 
4 Surely some mistake? Nope - taking a pinch of the 

i) Chaos Engine and mixing it with a couple of spoonfuls 
of Legends of Valour, JP turns out to be a game 
worthy of the licence, with arcade action a-plenty. 
Deserves to be a smash. Welcome back, Ocean! 


The Legend of Kyrandia 


Publisher Virgin Games 
Issue Reviewed November 1992 
Memory 1Mb 

Price £29.99 


A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
turned-to-stone Grandad is by defeating the mad 
jester Malcolm (the best villain to have appeared in 
an Amiga game yet). Lots of truly gorgeous ) 
graphics and an inspired player interface. | 
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Legends of Valour No Second Prize 


Publisher US Gold Publisher Thalion 

Issue Reviewed December 1992 SECS MAEREES SEES Ta Gen ea reeLA | Issue Reviewed December 1992 
Memory 1Mb Memory 1Mb 

Price | £25.99 Price £25.90 


NSP is arquably the first bike game to actually make 
you feel like you're astride a throbbing metal monster. 
Where it scores most over its predecessors is the 
ease of control the player has over the bike - it's sheer 
bliss! Virtually faultless, it ranks alongside such other 
| racing classics as Lotus and FiGP. 


Overkill 


LoV uses an amazing graphics engine to generate the 
most realistic 3D environment you've ever seen! It 
gives you total freedom of movement in the fantasy 
gameworld and makes this one of the most 
atmospheric RPGs yet! Destined to be hailed a 
classic, you'd be foolish to miss it. 


Lemmings 2 


Publisher Pysqnosis Publisher Mindscape 
Issue Reviewed March 1993 issue Reviewed October 1993 
Memory 512K Memory 2 Rib 

Price £25.99 Price £25.99 


The first A1200-only game which actually makes use 
of the 32-bit computer, Overkill is the most intense 
blaster you're likely to come across. Its basically 
Defender with a few gameplay tweaks so for shoot- 
‘om-up purists it's the computing equivalent of 
Heaven. May be a bit short for some, though. 


Oh yes! They're back! Topping what must be THE 
classic game of the last few years was never going to 
be easy but DMA Design have done a top job. There 
are fifty new abilities to eam (some Lems can even 
fly!) and increased player interacton with the scenery. 
Just as much fun a6 the original ever was. 


Lionheart Premier Manager 2 

Publisher Thalion Publisher Gremlin 

Issue Reviewed March 1993 Issue Reviewed September 1993 

Memory iMb + 5 | f § E : ca Memory 1Mb 

Price £25.99 eon. >. a Price £25.99 

German coders are on a bit of a roll at the moment, i ae * ) oa ‘ET it's not every day you find us raving about a footy 
what with No Second Prize and now this, a hack-n- bi ca ; : a e ea) management sim, 50 when we do you can bet it must 
slash platform romp. Boasting some of the most - —_— a be pretty special - as Premier Manager 2 is. It's full of 
stunning scrolling parallax scenery you've ever seen ee a ata — i ' _ ™ features and options, yet still marvellously easy to get 
and tight, addicitve gameplay, this is a terrific title Re 2 ee | ri a ‘> “ inte and play. If you fancy taking your team to the top 
that is an essential part of your software collection. is a of the league, here's where to come. 

The Lost Vikings Putty 

Publisher Interplay Publisher System 3 

Issue Reviewed June 1993 Issue Reviewed October 1992 

Memory 1Mb Memory 1Mb 

Price £25.99 Price £25.99 


@) A high-flyer in the charts - and deservedly so. Putty is 
premise very similiar to Gobliiins’, i.e. you have three one of the most original games, let alone platform 
characters under your control, each of whom have | ’ mt or | games, to have appeared in a long time. As a tiny little 
different abilities, and you have to use them in the hee rr oe | i i blue blob, the player has to slip, stretch and absorb 
visit order io solve purzies. Fovtenniaty is for belter | . ed Le er ed } : eo - his way around umpteen gaudy levels, rescuing robots 
than that game. Indeed, it's one of the best this year! | A= = ee ay from an evil wizards minions. Try it - you'll like it! 


NMicDonalds Land 


The Lost Vikings is an arcade adventure with a 


Sensible Soccer V1.1 


Publisher Virgin Games Publisher Renegade 
Issue Reviewed December 1992 =r Issue Reviewed June 1992 
Memory 1Mb bie Memory 512K 
Price £25.99 e Price £25.99 

re 


pea” 
eh rani wy 
- we itis 


Here at The One we dont care what you or your mates 
say - Sensi-soccer kicks seven bells out of Kick Off 2. 
Instinctive contro! and out-and-out addictiveness 
make it a joy to play, and the improved goalies in this 
revised version have produced a game that's near 
Flawless. 


Yet another attempt to ‘do’ Mario on the Amiga, this 
one succeeds thanks to superb playability and some 
interesting twists on old platforming themes. Of 
course it's barely got an ounce of originality but who 
cares when the game's this much fun? Want a great 
platform game? You got it! 


i” 
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Micro Machines Shadoworlds 
Publisher CodeMasters Publisher Krisalis 

Issue Reviewed October 1993 Issue Reviewed November 1992 
Memory 1Mb Memory iMb 

Price £25.99 Price £25.99 


Who'd have thought that the Codies would beat Team 
17 in the top-down Grand Prix, but it's true! Although 
Micra Machines isn't quite as groovy in one-player 

mode as Overdrive, it compensates for this by 
having the best two-player action you're likely to 
see, It's got to be played to be believed. 


From the same boys who brought you Shadowlands, 
Shadoworlds re-employs the Photoscape system to 
good effect in this Aliens-inspired RPG. The accent's 
more on action here than the purzle-orientated 
P+ Shadowlands and arguably suffers for it - shooting 

| monsters in half-darkness can get annoying at times! 








Soccer Kid 


Publisher Krisalis 

Issue Reviewed September 1993 
Memory iMb 

Price £26.99 


Well, well, well. Only four months after we screamed 
that Supertrog was the best Amiga platform game 
ever, along comes Soccer Kid and we have to change 
our tune. It's nothing short of brilliant - gorgeous to 
look at, sweet on the ears, and boasting some of the 
slickest gameplay we've seen in a long time. Buy it! 


Space Hulk 


Publisher Electronic Arts 
Issue Reviewed October 1993 
Memory TMb 

Price £31.99 


At last - a conversion of a boardgame that doesn't 
simply recreate the board using DPaint! Instead, 
Space Hulk takes all the best bits from the onginal 
game and bungs in a whole load of extra computer 
effects to create one of the most atmospheric 
Strategic-blasters we've seen in ages. Completely ace. 


Street Fighter 2 


Publisher US Gold 
Issue Reviewed January 1993 
Memory 1Mb 

Price £27.99 


Street Fighter 2 on the Amiga isnt half bad at all. It's 
not as smart as the SNES version, agreed, and die- 
hard fans of the coin-op may be disappointed by 
some of the graphical omissions like the lack of 
parallaxed backgrounds, but there's still no denying 
that this is one of the Amiga’s better beat- em-ups. 


Superfrog 


Publisher Team 17 
Issue Reviewed April 1993 
Memory 1Mb 

Price £26.99 


Forget Zool - this is the real Amiga 'Sonic-beater’. Like 
all Team 17's games it looks and sounds marvellous, 
but the gameplay is what really makes the game 
shine. From the control through the level design to the 
difficulty, it's all been brilliantly thought-out. You won't 
have had so much sheer fun in a long time. 
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Syndicate 


Publisher Electronic Arts 

Issue Reviewed July 1993 

Memory TMb 

Price £26.99 

Cross Bladerunner with Sam Peckinpah movie and 
what do you get? Syndicate. From Bullfrog, this isnt 
perhaps quite in the same league as Populous 2 or 
Powermonger but it's damn fine all the same, 
especially if you like your computer game violence 
gory and realistic. Dead smart. 


Wing Commander 

Publisher Origin 

Issue Reviewed November 1992 

Memory 1Mb 

Price £29.99 

It's the PC-to-Amiga conversion no-one thought we'd 
ever sec, but here it is and it's not half bad. It's got 
everything the PC version had and is thus just as 
impressive. Although the 30 can be sluggish at times, 


the superb feeling of actually taking part in a big 
space campaign pulls you through the occasional lulls. 


World of Legend 


Publisher Mindscape 

Issue Reviewed June 1993 

Memory 1iMb 

Price £25.99 

If you missed last years Legend then you should make 
up for it right now and get this. It's a superb RPG 
which uses a near-identical control system. It's got 
plenty of action and tons of atmosphere. If you're the 


sort of person who cringes in horror at the thought of 
RPGs then this will convert you. See also Hired Guns. 


Zool 

Publisher Gremlin — 
issue Reviewed October 1992 
Memory 1Mb 

Price £25.99 


Gremlin certainly cooked up a character to rival even 
Mario and Sonic in this ‘tribute’ to the sad consoles. 
Fast, furious and manic in every way, Zool is a 

statement to industry that the Amiga can perform as 


i = ; well as the plastic slabs - and better! There's nothing 


like Zool to impress your mates. 


It's the quiz of the month! And just look at these FABULOUS prizes - ten top games, one for 
each of ten lucky readers! To win, just answer the following questions... 


(1) How many of the Recommended games have scored 90% or over? 
| (2) How many times does the word ‘Amiga’ appear in these Recommended pages? 
(3) Which Recommended game has the lowest % rating? 


Answers on a postcard or back of a sealed envelope by December 28th to the following 
address: Recommended Compo 11, THE ONE, Priory Court, 30-32 Farringdon Lane, London 


EC1R 3AU. The first ten entries drawn from the hat after the closing date win a game! 
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With Simon Byron. 


We like to think that we 
provide a sérvice here at 
The One and it seems as if 
you do, too, because last 
month's Next Month page 
(yes, it does make sense) 
has provoked a wave of 
mail from problem-ridden 
readers seeking advice. 
And even though this part 
of the magazine is meant 
to be promoting the sheer 
brilliance you'll discover 
in the December issue, 
I'we decided to suspend 
normal viewing for this 
month alone in a bid_te 
ease all your troubles: The 
usual rubbish will,.resume 
next month. 


Dear Next Month, 
My family has recently moved 
400 miles which means | can't go 
out with my friends anymore and 
| feel really lonely. | have to go to 
a new college and | can’t do the 
work set in my lectures because 
it’s all completely different to my 
old college. Both my parents will 
not accept the fact that I'm hav- 
ing trouble. They think I'm just 
being daft because we had to 

move. What can | do? 
Lonely, 
Leeds. 


Who needs proper (ag when youve pot 
Shere ot Thew ne? Simpiy 
non down fo your newscgert am Aovenber 
Hoan all the Tees Aid 
pomes gossip, It's a damn signi 


interesting than talking about the footbeam 
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Dear Next Month, 
I'm 16 years old and spots are 
ruining my life. | have huge red 
ones all over my forehead, neck 
and chin. | also have blackheads 
over my nose. Everyone apart 
from my best mate calls me 
names like ‘Zit Face’ behind my 
back. | once fancied this boy but 
when he found out that | liked 
him he told me (in front of every- 
one) that | was really hideous and 
nobody in their right mind would 

go out with me. 

5. Potty, 
Southampton. 
VWe've all been through this problem before 
(everyone, [Mgt S, except Me) So it reciry 5 
nothing to worry about. if your fiends do 
persist with the immature adiculme then 
simply purchase o coupe of copies of 


ee 
2 ee a tl Bl = | eS ae iy 
fhe December issue af Ih 


I 7 od eee ee a? ee 
Oreed ¢ dem. save one for Predsurable 
2 lt cain ee — Lo, ais | 

eqaineg and use the otner (oO Midke a 
handy mask. Phat way you ll (oor dedd 
i 


coal as well os hiding your pus-filled 


ermsies. 


Dear Next Month, 
I'm 16 years old and I'm madly in 
love with this boy at my youth 
club. He always flirts with me and 
tells me jokes. One night | went 
out with my mate and we 
bumped into him and his friends. 
We decided to go for a walk 
together but then he started chat- 
ting up my friend right in front of 
me. | got so upset that | ran home 
crying. How can !| get him to ask 
me out instead of my friend? 

A Take That fan, 

Cambridge. 

The best woy to get noticed 1§ by 
consistently straaing for the better thiigs wr 
3 thinks you're deogessy: As 
a hint, deor TokesTiingen, 2 Buying the 
December dgsue of The One ond playing 
the briliant Zool 2 demo you'll find 
attached te the cover, Hed soan be paying 
YOU d Visit ien: 
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Dear Next Month, 
My boyfriend and | often snog 
each other but last week he asked 
if we could ‘go further’. | said I'd 
think about it, but only because | 
wasn't sure what he meant. He's 
asked me again but | keep saying 
not at the moment. Please tell me 
what he means by ‘going further’. 
A Madonna fan, 
Coventry. 


No problent, Sethe heir or kissing frenzy 
it 5 Homie fou Paces tia snout Aut reg fests 
for the ultimate pleasure. In this case it 
bn Les thet aaiir Pn at waryt® Pi Pe citer 
ALTOILES Li FUL LA | rey re J th) Si tf 
trying to nick vs tangue dnd go further to 
ihe r re sogents on ine Corie rf WoL 
fF Lose a Ter at a Phy ariel i od Fre 
Sir el ui IT Nh. Pere Mea ru i ma CAP 
my : i ae Pho ry ee it kis 
December issue of The One contomme tne 


sh ok oe 


definitive review of Total Camage, It 


hape for the Christmas Number One. 


Dear Next Month, 

My boyfriend and | often hug and 
kiss on the lips. Quite a few times 
he’s asked me to do a French kiss 
but | have to stop him by shutting 
my mouth. | think this is because 
I've never done it before and I'm 
worried because | don't want to 
make a fool of myself. I've heard 


my friends talking about the way 


they French kiss and I’ve gathered 
that there are basically no rules, 
but | feel | need some advice to 


stop me from feeling the need to 
pull away. I'm worried | might 
lose him if | don't French kiss. He 
says that if | don’t want to now 
then I'll have to make the first 
move when | do. But | can’t talk 
about it to him and | don't want 
to lose him. 
A Cliff Richard fan, 
Cheshire. 


Hmm, Cores is o tricky one because ICs 
hard to explain exoctly how to French kiss 
for ‘Frenchy’, as it's commonly called). The 
best advice | can gre you & fo wort unl 
he Jeans forward, mouth open and tongue 
Mogeling, and quickly produce tne 
December issue of The One. He li forget air 
obotn seedy pursuits when he Guscovers a 
iL! reve of Shordust (ra, rediiy) contained 
Thee, 


Dear Next Month, 
I've got a real problem that keeps 
bothering me. I'm desperate 
because | think | have worms. I've 
had this problem a couple of 
times but it always seems to 
come back. | feel so embarrassed 
because it must mean | don't 
keep myself clean, but | shower 
and wear clean underwear every 
day. | can’t go to my doctor 
because | think he'll tell my par- 
ents. Please help. 
Desperate, 
Dorking. 


Clean undenwaer or no clean underwear, 
worms 2am since of any time, The best 
formapeefence is to be prepared and have 
Somering to whack them with if you 
petice them apbroaching, And what bette: 
than The One, Britain's largest Amiga 
pomes magazine, weighing in at an 
impressive /a/ popes every month, some 
of which will be taken up by a full review of 


C Oru Fodder came November “6n 


Dear Next Month, 

I'm a confused 15-year-old girl. 
Since | was about 12 I've liked 
Chesney Hawkes. Even when he 
stopped being so popular | still 
liked him. Recently I've been 
dreaming that we kiss each other 
and I've even started to kiss his 
posters as it makes me feel nice. | 
know I'm not obssessed with him 
as | fancy and go out with other 
boys, but | can't stop thinking 
about him as | think he is really 
good looking and sexy. Please tell 
me what's wrong with me. 

A Chesney Hawkes fan, Cleveland. 


Sony, even the mighty powers of 1h 


cont save you here. 


' - “pe ‘ 7 a r 
Pa a, 
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BODY BLOWS GALACTIC - Yummy! 


CANNON FODDER - Tasty! 
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TIT 


aah goofy hero aT] ve a tale Me TELL iiiL* 01: |) 
have crash landed on a weird planet after being captured /™ 
ae an alien spacecraft. In order to get back to Earth, Bubba 
must use his stick in a variety of different ways to solve 
puzzles, overcome adversaries and foil the comedic 
attempts of his kidnapper to recapture him in this 
horizontally scrolling puzzle. 
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Ua eae 
TOUGH ENOUGH... 


) PLAY IN THE P. 
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